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You're at the foot of

one of the world's highest

mountains. And you're

not snapping pictures.

Because this is the FINAL

ASSAULT. The only

mountain climbing game in

the Alps or anywhere else.

IF YOU'RE AFRAID OF
HEIGHTS, FORGET IT.

You'll experience the

terror and elation of one

of the most grueling sports

ever. And you'll be tested/

every step of thewaj^.

ONE
MISTAKE
AND IT'S

THE BIG
PANCAKE

Did you pick the right

course? (There are six

treacherous possibilities.)

What about supplies?

If you run out of soup,

you'll be stuck with snow

sandwiches.

AtA,
EQUE
Bono
2 U EJ H
M DIB

Forget your spikes or

ice picks? You could end

up a permanent part of

the scenery.

' 1988 Kpy.

Commodore 64/128.

Amiga, Apple HGS,

Atari ST, IBM &
compatibles.

Screens from

Atari ST.

To make the

stakes even

higher, play with

anEPYXhigh
performance

joystick-

If you have nerves of

steel, even when you're

dangling 40 feet off a cliff,

you might just be one of

the luckyfew to plant

your flag at the peak.

Circle 18 on Reader Service card.



OfiER POSER

The latest multi-plaver multi-

format PC game from Australia is

different to all forms of Poker.

Aussie JOKER POKER features

90 player capacity, open-ended discard

ability, selectable deck size and hands per

player, password controlled gambling system

with automatic accounts - and 5 free entry

forms for the $200,000 Aussie JOKER
POKER Contest.

Each month December 1988 through

April 1989 winners of 240 JOKER
SOFTWARE games and 4 finalists will be
randomly drawn from all entries received

that month.
With a guest, the 20 Finalists will be

flown to Las Vegas to play Aussie JOKER
POKER for a first prize of $100,000 in cash

at the Golden Nugget.

1,220 Prizes Value $200,000

1,200 Joker PC software games
at $29.95 to $49.95 dependent
on disk format. Game prizes

at sole discretion of sponsor.

Cash Prizes for

Aussie JOKER POKER
Contest Grand Final:

Highest Scorer:

Second Highest Scorer:

Third Highest Scorer:

Lowest Scorer:

16 Consolation Prizes of $1,000
each to eliminated Finalists

JACKPQi

$60,000

$100,000

$5,000

$2,500

$1,500

$16,000

Prize includes air travel for Finalists and their guests

from the major airport to Las Vegas with two days and _ . _ _ _ _
two nights accommodation at the Golden Nugget $10,000
(approx. retail value $750 each subject to departure points).

All taxes and other expenses not specified

herein are sole responsibility of winners.

All winners will be notified in writing.

AMIGA1

Aussie JOKER POKER is

available for SIX major PC's

If your PC has a mouse or keyboard, a mono
or color monitor and a 512K minimum ram
(except Apple II and C64/128 use 64K and
keyboard only) you and your family can
practise at home for the Las Vegas final of

the Aussie JOKER POKER contest.

Suggested retail prices:

IBM & compatibles
(CGA Board required) $39.95
Amiga & Atari ST $49.95
Macintosh (mono only) $49.95
Apple II $39.95
C64/128 $29.95
If ordering by telephone add $3 shipping & handling and check that

your PC meets the minimum hardware requirements as no cash
refunds apply. Warranty is limited to free replacement of faulty

products returned by prepaid post.

AussieJOKER POKER Contest Rules
1. No purchase necessary to enter.

2. Void where prohibited by state or federal law.

3. To enter, simply complete and return the the official

entry form.

4. Limitfive entries perfamily or household. Five free

entry forms and full contest rules are included with

"Aussie Joker Poker" or may be obtained by sending
a stamped setf-addressed envelope larger than

5V2" x 7V2" with a hand written request to: Aussie
Joker Poker Contest Entry Forms, P.O. Box 22381,
Gilroy, CA 95021-2381. Mail-in requests limited to

one per name, household or family and must be
received no later than 3/31/89. WA & VT residents

need not include return postage. Full rules also

available from participating Mindscape retailers.

5. Monthly entries must be received no later than the

last day of the month in which a drawing will take

place in order to participate in the month's drawing.

Drawings will be held from December, 1988
through April 1989, inclusive. Final entries must be
received by 4/30/89.

6. Contest open to legal residents of the U.S.A. and
Canada (other than Quebec)

.

7. Odds of winning depend on number of eligible

entries received.

8. Contest subject to complete official rules.

Another Wonder from Down Under

IBM, Apple & Macintosh, Amiga, Atari ST and C64/128 are trademarks or registered trademarks of International Business Machines,
jp^2A

Apple Computer, Inc., Commodore Amiga. Inc.. Atari, Inc., and Commodore Electronics Ltd, respectively, c 1988 Joker Software

SEE YOUR NEAREST MINDSCAPE
SOFTWARE RETAILER

MINDSCAPE INC

EXCLUSIVE DISTRIBUTOR
or if not available order direct on

1-800-24-JOKER
24 hour order service

RETAILERS CALL: 1-800-221-9884

Circle 3 on Reader Service card.
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step right up

The Adventure
That Started an Avalanche

Step into a
diverse and
colorful

world of
unbounded
imagination-
the world of
computer
games.

Back in the days when com-
puters were the size of small
buildings and were used only

for "serious" calculations, a new di-

rection for computer software began
to occur. Many technicians and pro-

grammers who worked with these
machines didn't necessarily see what
they were doing as mere work

—

sometimes computers could be fun.

They would write small mathemati-
cal programs that played tic-tac-toe

or guessed a number. Everyone
thought these little programs were
neat, and they would make copies
and spread them around to other
computer users.

Eventually these games became
more complex, asking the user ques-
tions and responding in different
ways, depending on the information
supplied. Probably the best known of

these early games was Adventure
(sometimes referred to as Colossal
Cave).

Adventure was a game of explora-

tion. The player was presented with
a location and a brief description of

what was within view. The program
then waited for an instruction, such
as "Go north" or "Get object." If you
used one of the allowed responses,

the program carried out the instruc-

tion; otherwise it would tell you it

couldn't do that action or that it

didn't understand. This very simple
communication system, called a par-
ser, was a subroutine inside the pro-

gram that would break down what
the user typed, determine the action

to perform (such as "Go" or "Get"),

and the place or thing to use the ac-

tion on (such as "North" or
"Object").

Adventure became extremely pop-
ular, and versions of it were created
for nearly every operating system
available. In fact, it was so popular
that it began to overload many com-

puters (especially those on college

campuses) because too many people
were playing it all the time. Rules
were soon developed that restricted

game playing during peak usage
hours. This meant you had to stay up
very late at night to get on the system
and play a game, causing more than
one student to be exhausted during
the next day's classes.

The descendant of Adventure was
Zork, the Great Underground Em-
pire. Where Adventure was a simple
game with a couple of dozen loca-

tions, Zork was immense, with de-

tailed descriptions of hundreds of

locations, objects, and puzzles. This
game could not be mastered in a few
hours (people often played the game
for weeks). It also brought a new level

of complexity to the language parser.

Zorfc's parser understood complete
sentences such as "Kill the thief with
the knife."

When microcomputers with a rea-

sonable amount ofmemory and com-
putational power appeared, the first

games for these machines were, of

course, adventure games. Some were
converted directly from the main-
frame computer world, but many
were original programs developed
strictly for use on micros, and they
were not intended to be shared freely

but to be sold as entertainment for

this new generation of personal com-
puter users. The entertainment soft-

ware industry was born. Today it is

the largest single class of computer
software in existence.

Concurrent Developments
While many people were busy

playing text adventure games, elec-

tronic entertainment technology be-

gan to take shape. The first graphical

arcade game arrived. Pong, devel-

oped by Nolan Bushnell, began ap-

pearing in bars and pinball arcades.

4 PCGames/Premier Issue



In Pong, a game of table tennis was
simulated with a simple cursor of

light. An extremely basic concept,
Pong was also incredibly successful.

It wasn't long before the Japanese en-

tered the arena with Space Invaders,

which made Pong quickly fall by the

wayside. I can still remember the
long lines of university students wait-

ing to play Space Invaders at the local

on-campus pub.
Nolan Bushnell and associates

(now Atari) began to develop more
and more arcade games. They be-

came more sophisticated, and with
many other companies getting into

the act, the industry became more
competitive. It didn't take long before

home video game machines started

to appear. You simply plugged in a
cartridge and you had a wonderful
new game to play. Millions of these

devices were made.
About this time microcomputers

were beginning to appear, with
names like Apple, PET, and TRS-80
Model 1. Their owners were hungry
for games to play on their expensive
"powerhouse" personal computers.
While adventure games were the first

to show up (how many of us spent
evenings playing Scott Adams ad-

ventures?), remakes of what are now
classics, like Pong and Space Invad-

ers, soon followed. And soon the mi-
crocomputer game developer was
creating new concepts, not merely
borrowing from old ideas.

The Tip of the Iceberg
In 1981 the first IBM PCs rolled off

the assembly line, and the business
world took notice. These 64K (ex-

pandable to 640K) computers were
just what the office needed for word
processing, calculating spread-
sheets, and manipulating databases.

But with monochrome text displays,

they were not suitable as game ma-
chines. Why should they have been?
After all, serious computer users
don't play games, do they?
As time went by a few games ap-

peared for MS-DOS machines. Graph-
ics cards were developed and the
games became more sophisticated.

PCs with improved speed and mem-
ory became commonplace. Games
took advantage of the new technol-

ogy with improved simulations.

Graphics adapters such as IBM's
EGA soon became the standard. And
most importantly, inexpensive
clones of the IBM PC began pouring
into the market. Surprising almost
everyone, MS-DOS-based computers
were becoming home computers.

All of this hasn't gone unnoticed by
the publishers of entertainment soft-

ware. In the past two years a change
has occurred. Instead of making MS-
DOS versions of games after versions

for every other computer system
were done, software developers have
started making MS-DOS versions
their first priority and versions for

other computers afterward. The re-

sult for the consumer is an avalanche
of games, all types and styles, flood-

ing the market.
Someone once said (in reference to

books and stories) that every plot and
storyline has already been done, and
new books are just remakes of old

ones. Some of that may be true in

games as well because there are often

similar concepts found in many
games, new and old. But it is also true

that among the hordes of today's
games, you can still find something
new. The best of this new genre are

the multimedia games, combining
graphics and sound, music and text,

animation and adventure. They give

a glimpse into the future of computer
games. And I, for one, am excited
by it.

Let's leave history behind and step

into a diverse and colorful world of

unbounded imagination, the world of

computer games. Remember when
you were a kid at your first carnival?
The excitement, colors, and sounds
all seemed to overwhelm you. In the

following pages we will lead you
through the veritable carnival of

computer game software, with occa-

sional side trips to the land of tech-

nology. When our tour is over, we
trust that you will be able to cut
through the hype and the hoopla and
know what kind of entertainment
products you want to spend your
hard-earned money on. Welcome to

PCGames.

—Chuck Weston, Editor
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What is it

about
computer
games that
turns
ordinary
people into
wide-eyed
zealots?

You play games. Of course
you do. It's hard to find a PC
system, even in the most

pinstriped business office, that
doesn't have a game or two
tucked into the back of the disk

box. (A few games even have a
"boss switch," a keyboard com-
mand that throws a fake spread-
sheet or other red herring onto the

screen for those times when Mr.

Big suddenly comes in.) If you
leave work and have a computer
at home, what do you and the kids

take turns doing? That's right. Be
honest. Might as well face it,

you're addicted to games.
But you're not addicted to all

games. The early days of com-
puter game history, when players

would fall for just about any-
thing—crummy animated blips,

simple Pong or Breakout games
that fit in 4K ofmemory and seem
prehistoric by today's stan-
dards—are long gone. So is the
second stage of computer gam-
ing, the video arcade craze of the
early eighties, when America
swooned for Space Invaders and
Pac-Man.
The games that get people

hooked these days are all new,
written from scratch for personal

computers, usually by companies
that specialize in nothing else. In-

stead of buying this month's ar-

cade craze, people make best-

sellers out ofgames that come out
of the blue (such as Mean 1 8 from
a fast-rising young company
called Accolade), or even out of

the red (Spectrum HoloByte's Tet-

ris, a solitaire puzzle from the
Soviet Union).

What do these games have in

common? Lively action, sophisti-

cated sound, snazzy graphics—
and something else, something
hard to put your finger on. What's
the key to enjoying a game over
and over? What makes a game
addictive? There are as many an-

swers to that as there are high
scores in the Hall of Fame. Let's

look at a few of them together

—

but first, put this magazine inside

a copy of Business Week in case
the boss comes in.

Special Interests
Some compulsive game players

are easy to analyze: They get
caught up in one category or
genre of games, like readers who
thrive on British mysteries or bod-

ice-ripping romances. Other arti-

cles in PCGames examine some
of these categories, such as sports

games for keyboard jocks who
can't get enough of baseball, golf,

or football, or vehicle simulations
for people with an urge to pilot a
Sopwith Camel or Lamborghini
Countach.
Many games let you enter a dif-

ferent world, with its own laws, in-

habitants, and history. This may
be the world of history for fans of

strategy games and combat sim-

ulations, who can spend hours
planning troop movements and
supply lines to change the out-

come of El Alamein or Gettys-
burg. It may be the literary world

of interactive fiction or text ad-

ventures, where you are the main
character of a story whose events

and outcome depend on your ac-

tions. Infocom's Sherlock: The
Riddle of the Crown Jewels not

only casts you as Dr. Watson but
makes you do all the work for

Sherlock Holmes. The same firm

6 PCGames/Premier Issue



Cinemaware Corporation, 4165 Thousand Oaks Blvd. , Westlake Village, Ca. 91362 Tel: (805) 495-6515

Available for Amiga, Atari ST, Appie llgs, IBM PC and Commodore 64, which are trademarks respectively of Commodore-Amiga, Atari Inc., Apple Computer, Inc., International Business Machines

and Commodore Electronics, Ltd. Not all products are available for all formats.
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NEED A NEW PLA YMA TE?
Your computer is ready, willing and able

to entertain and challenge you for

hours — fun for the whole family!

New DISK MAGAZINE!
Published quarterly on disk

Every issue loaded with recreational software

Computerized "old favorites"

Intriguing mind-challenging fantasy games
Educational word and number games

For the IBM-PC Family, Tandy 1000, MS-DOS Computers

PCGamesandPC GAMES on disk are twogreatproducts from two separate companies, both dedicatedto bringingyou the bestin entertainmentsoftware.

MS-DOS is a trademark of Microsoft, inc. Tandy is a trademark of Tandy Corporation. IBM is a trademark of the International Business Machines Corporation.
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Foreign Postage, $3.00 per disk (U.S. funds drawn on U.S. bank) $

Louisiana residents add 4% tax $

METHOD OF PAYMENT

Check DVISA/MC

Card #
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Signature
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can also put you in the middle of

a Stephen King-style nightmare,
The Lurking Horror, or a science

fiction spoof, The Hitchhiker's
Guide to the Galaxy.
For those into a specific kind of

imaginary universe, fantasy role-

playing games offer a never-end-
ing opportunity to explore weird
worlds, controlling assorted casts

of characters—wizards, warriors,

thieves, or priests—who acquire
strength and wisdom as well as
treasure. Fantasy game makers'
most brilliant, addictive idea is

the appeal of transporting your
personal characters, saved on
disk, from one game into another,

to meet continuing twists in fa-

miliar storylines.

Instead of releasing a predict-

able fourth scenario for Wizardry,
Sir-Tech's designers cast players

as the archvillain they'd strug-

gled to conquer in previous Wiz-
ardry games. Sequels aren't
limited to the fantasy genre, of

course. Sierra On-Line's comic
Space Quest led to Space Quest
II (featuring the invasion of the
pushy insurance salesmen). After

Broderbund's first geographic ed-

ucational mystery, Where in the
World Is Carmen Sandiego?, the
glamorous master criminal
struck again (Where in the U.S.A.

Is Carmen Sandiego?) and again
(Where in Europe Is Carmen
Sandiego?). Jail cells can no
more hold her than Houdini.

Game Design Highlights
There's no one recipe for an ir-

resistible computer game, but
there are lots of nice touches that

can keep players coming back.
Simulations, for example, should
be realistic, not only in terms of

what they let you do—control a
race car's brakes and gearshift, or

trade for a new pitcher while man-
aging a pennant race—but also in

terms of what they don't let you
do.

A real race car doesn't drive like

a go-kart or like a puck on an air

hockey table. A flight simulator
should have a slight delay in its

control response, instead of let-

ting you do snap rolls in a 747. A
golf game that lets you sink 60-

foot putts once in a blue moon is

terrific, but one that lets you
knock them in every single time
is boring.

There are games that you can
play for hours and days without
seeing anything different, except
maybe a new number on the
scoreboard. It's far better to play

a game that rewards you every so
often, that gives you an on-screen
promotion from Novice to Ace to

Legend, or at least keeps up a va-

riety of comments and messages.
It's also fun to beat a game that

gently jeers your defeats, to suffer

the taunt of Accolade's Test
Drive, "You drive too slowly to de-

serve a sports car," then roar
through your next run to earn the

laconic praise, "You were cook-

ing." Indeed, failure can be a
game highlight. The best part of

the old arcade hit Dragon's Lair
was the heroic knight's response
when you clumsily killed him
off—he'd give you a disgusted, ac-

cusing look for a moment, while

turning into a collapsing skeleton.

Plain or Fancy?
Just as some folks can shun

chocolate but can't resist pasta,

different players have different

theories about game allure. Some
say the most addictive games, the

ones most likely to make people

play too long, are the most com-
plex. These games give people the

most to discover, offering more
depth or more varied events, mes-
sages, and challenges. Fantasy
games provide endless variations

on their central themes. A football

game should give you a dozen of-

fensive options, not just running,
passing, or punting.

Half the fun ofan interactive fic-

tion game is matching wits with
the absent author, seeing how
many possible, unlikely, or down-

right silly moves he or she antici-

pated. Infocom prides itself on
this byplay; I once spent a week-
end ignoring the serious plot of a
murder mystery in favor of ex-

amining toilets ("No doubt you
are looking for the Ty-D-Bol man,
but he is not here.") and jumping
off furniture ("Wheee!").
But there's just as strong an ar-

gument for the other side—that
the most addictive games are the

simplest. You can learn to play
Activision's Shanghai in five

minutes (two minutes if you've
ever played the game of mah-
jongg that inspired it), but its sol-

itaire strategies will keep you ab-

sorbed for hours. I've seen my
brother-in-law, a normally stable

individual, moved to profanity by
a software version of hearts, a
simple card game; two of his com-
puterized opponents, he says, are

easy to beat, but the third keeps
slipping him the fatal queen of

spades.

Actually, both views are true.

Sophisticated games can offer a
leisurely exploration of a new
world or a detailed, realistic sim-
ulation of an experience such as

landing at O'Hare or defending
Bunker Hill. Simple games can of-

fer a different kind of appeal, a
quick diversion that leads to the

ultimate game addict's vow: "I'll

get it next time." One more try,

you tell yourself, and you'll solve

this puzzle, make it through this

screen, reach the next level, get

past the trap door, break par on
the next hole. Start talking like

that and you're hooked. The
game's gonna get you.

And you don't mind, do you? Of
course you don't. Might as well

face it. Nothing to be ashamed of.

I understand. I'd write some
more, but there are some things I

have to do (on my computer).

Eric Grevstad is a newspaper
columnist and frequent contributor to

Portable Computer Review, PCResource.
inCider, and other magazines.
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An Interview with
Steve Cartwright

"This whole
industry is

still in its

infancy. Five
or six years
is nothing for
an industry,

and it's only
going to get
better."

Leon Beaulieu

Steve Cartwright, 32, is a
senior designer for Accolade of
Cupertino, California. Prior to

joining Accolade, Steve was a se-

nior game designer at Activi-

sion, where he created Hacker
and Hacker II, Aliens, Barnstorm-
ing, Sea Quest, and Frostbite.

Steve talked to PCGames
about his background and the
future ofMS-DOS games:

"I went to the De Vry Institute

of Technology in Phoenix and re-

ceived a B.S. in electronic engi-

neering, concentrating mostly on
hardware. I graduated in 1977,
which was really before there was
such a thing as home computers
or video games. At that time no
one ever really considered going
into the area of programming
home computers.

"After I left college I worked at

National Semiconductor for a few
years as a design technician in the

linear IC division, working on
products like op amps, compara-
tors, and regulators.

"I learned programming around
1978 or 1979, when companies
like Hewlett-Packard started com-
ing out with programmable test

equipment that let us program in

tests that we used to perform on
the bench manually.

"About that same time a college

friend of mine, Dave Crane, was
busy founding Activision with a
couple of his friends. And when
Activision got underway just
about a year later, they decided it

was time to beef up their internal

design staff. The founders of that

division all came from Atari, and
they believed that hiring experi-

enced programmers and game de-

signers just didn't work, because
programmers were really trained

with the idea that they knew what
the end result was going to be be-

fore they started.

"Programmers sit down and lay

out a flow chart and know what
the input and output is going to be.

But with game design, you don't

know how it's going to turn out, so

it really wasn't imperative to hire

experienced programmers or

not—the programming back then
was easy enough that anybody
could pick it up. So they hired me,
taught me the programming nec-

essary, and I started doing video

cartridge system games back in

about 198 1 . Duringmy time at Ac-

tivision, I designed Hacker and
Hacker II, Aliens, Sea Quest, and
a few others."

Current Project
"It seems like every time I'm

working on a game I think that's

the best one. Currently, I'm work-
ing on one for Accolade called

Fast Break, a basketball game. I

think I'm more into this than ever

before because you get better with

each game. So I'd have to say the

one I'm working on now has prob-

ably the most potential and best

playability of any game I've done.

"This is my first sports game,
but I've done graphic adventures
and I've done action arcade
games, so really I can get excited

about any game that I'm doing as
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long as I do it my way. Here at

Accolade we look for games that
we think will excite people. Most
companies put out ten games,
hoping that one will be a hit. At
Accolade we're looking for nine
out of ten to be hits. How we de-

termine that is really almost as
simple as counting the letters in

the name. Of course that's not it,

but as to exactly how we decide
what game to do, we consider it a
trade secret.

"As far as the artwork, well, I do
a little bit of it, but the artwork in

games is getting so sophisticated

that we have to have professional
artists do the majority of it nowa-
days. I still go in and touch things
up a bit and adjust things that
have limitations based on the
computer system, but we're rely-

ing more and more on profes-
sional artists to do the graphic
work in games.
"Games are getting so sophisti-

cated now that, depending on the
project, there's usually the lead
designer and a producer. For ex-

ample, if the game needs a special

sound track, the producer will

find somebody capable of doing
the music. Or if it needs special

artwork, the producer, similar to

a movie producer, will bring in the
team that's required. And often-

times if there's any special tech-

nical problems, the lead designer
might turn over certain tasks to

an experienced programmer, like,

when he needs a fast disk routine

so he won't be spending his own
time doing that. He'll work on de-

sign aspects of the game and turn
over certain technical aspects to

the technical people to handle.
"I'd say a sophisticated game

needs a lead designer, a producer,
a graphic artist, probably a sound
specialist, and maybe one or two
other technical people. The idea is

to make a game that the majority
of people like, so in that sense,

you're trying to do something
that sells the most. And if it sells

the most that means that it ap-

peals to a lot of people. There are

all kinds of games to work on, so
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why not do something that the
majority of people want?"

The MS-DOS Market
"With MS-DOS, each game has

its own problems. The problem
with doing a basketball game on an
MS-DOSmachine is to be able to get

enough players to move around
quickly to simulate basketball.
That's the special technical prob-
lem with doing a sports game. In

other games like flight simulators

you have to worry about doing fast

3-D algorithms.

"Right now, MS-DOS is the sec-

ond largest market and growing.
And if you go by past history, the

top game machine has always
stayed in first place for around
four years. For example, the Atari

VCS lasted about four years and
then died off. Then the Commo-
dore 64 came on the scene—and
right now it's about three and a
half years into its popularity
cycle, so we look for the Commo-
dore to start slipping away grad-
ually and MS-DOS to start picking
up. When MS-DOS becomes the
most popular game system it will

probably last about four years.
"I try not to let graphics resolu-

tion enter my mind when I design
games. If I start off worrying
about the limitations, thinking,
'Well, with CGA I can only use
four colors. I'd better do a game
that doesn't have too many colors,'

the end result usually isn't as
good as if I said, 'Okay, I don't care
how many colors I use, I'll just de-

sign the best game possible.'

"So I try to keep those limita-

tions out ofmy mind when I'm de-

signing, and if I come across
something that currently can't be
done because of special machine
limitations, I try to figure out a
way around it.

"But working with CGA, for ex-

ample, which only has four
colors, I find that if I do all the art-

work in as many colors as I can
and then convert it down to four,

it turns out better than if I started

out doing the artwork in only four

colors. In other words, if you can

go ahead and use 32 colors, you
tend to put in all the shading and
graduation in the colors, and
when that converts down to four

it tends to work out better than if

you start off thinking, 'Well, I only
have four colors to work with.'

"As far as memory require-
ments are concerned, I usually try

to cater to what most people in the
marketplace have. Currently I use
384K as the standard for MS-DOS
games and try to design a game to

fit within that limitation. I also

have to take into consideration
things like hard disks. If it turns
out that 90 percent of the people
have hard disks, I'd probably start

doing games that require a hard
disk. In my current design, the
hard disk certainly will speed up
the game, but I try to design so
that I don't eliminate a large sec-

tion of the marketplace with spe-

cial requirements like that."

Copy Protection
"It seems like more and more

companies are using off-disk copy
protection, with a decoder wheel or

looking up numbers on charts or

something like that. Or you have to

have the instruction manual in or-

der to play. This is because more
and more people want to install

their games on a hard drive. So we
probably still need some type of

copy protection, but the trend is

moving away from on-disk copy
protection.

"This whole industry is still in

its infancy. Five or six years is

nothing for an industry, and it's

only going to get better. The lim-

iting factor is the life cycle of the

machine, generally around four

or five years. As a designer, it

really takes that long to get good
on a machine. You really don't
start stretching the limits of the

machine until your third or fourth

project, which takes three, four,

five years. And by that time new
hardware comes out and you
have to start all over again."

Leon Beaulieu is a freelance technical

writer and avidgame enthusiast who got
his start In the field of oceanography.
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An Initial Look
At Video Resolution

RGB, CGA,
EGA, VGA:
Here's a
layman's
guide to the
abbreviated
world of
graphics
standards.

£up Grevstad

Some computer owners are
better game players than
others. So are their com-

puters. The key to your comput-
er's game potential is its video
display. The MS-DOS world has
half a dozen video options to

choose from and a bewildering ar-

ray of abbreviations for them.
This article will help you make
sense of abbreviations like RGB,
CGA, EGA, VGA, and MCGA.

More Colors, More Pixels
Computer displays are made up

of little colored dots, just like the

Sunday comics. These dots,
called pixels (short for "picture
elements"), turn on or off or
change color to show different im-

ages. The 50th pixel in the 75th
row, for example, might change
from part of a blue sky to part of a
passing white cloud. The more
pixels there are, the sharper a dis-

play's resolution; a grid of 640 by
350 pixels makes for clearer im-
ages than one of 320 by 200.
Not only do game players want

higher resolution, they want more
colors. A display that can merely
turn each pixel on and off is less

attractive than one that can as-

sign each pixel one of 4, 16, or 256
colors. Another factor is the pal-

ette, or total number of colors

available. A common low-resolu-

tion standard allows a maximum
of 4 colors on any one screen, cho-

sen from a palette of 16 possible

colors.

Some computers have video cir-

cuitry (a port to plug in a display

screen or monitor) built in; most
allow a choice of video adapter
cards, which you plug into one of

the PC's internal expansion slots.

As the accompanying table
shows, graphics cards are grow-
ing ever more sophisticated,

showing more colors at higher
resolution. Not long ago, 256 kilo-

bytes was an impressive amount
of memory for a computer. To-

day's popular video cards have
that much RAM for mapping pix-

els and colors.

Adapters and Initials

Monochrome displays show
colors as shades of green (or am-
ber) on a black background. De-
spite their good resolution
(usually 720 pixels horizontally

by 350 vertically), IBM's original

Monochrome Display Adapter
(MDA) allowed only an 80 by 25
grid of text characters, with no
control of individual pixels for

graphic images.
The best match for a mono-

chrome monitor is the Hercules
Graphics Card (HGC). Many low-

cost computers and clone cards
boast HGC compatibility, and a

modest but growing number of

games, especially those apt to ap-

peal to business PC users instead

of kids, offer sharp HGC images.

The Common Denominator
Most game software, however,

is written for RGB (red-green-
blue) color monitors, and virtually

every game supports the lowest

common denominator: IBM's old

Color Graphics Adapter (CGA)
standard. Its fuzzy text charac-
ters are inferior to monochrome
for business programs, and its

graphics are neither very crisp

nor very colorful. But CGA is stan-

dard equipment on many PCs.
You can still have a lot of fun play-

ing CGA games.
A few computers, notably IBM's

PS/2 Models 25 and 30 and Tan-

dy's new 1000 SL and TL, feature

expanded CGA capabilities. The
Tandy can display 16 colors
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where CGA stops at 2 (640 by
200) or 4 (320 by 200), and IBM's
MCGA (Multicolor Graphics Ar-
ray) allows a whopping 256 colors

at the lower resolution. The
higher resolutions are not gener-
ally supported by many software
programs, but some game mak-
ers are beginning to write special

Tandy and MCGA versions.

EGA and Beyond
Game makers are already writ-

ing more and more EGA (En-
hanced Graphics Adapter)
versions of programs. While com-
patible with CGA programs, EGA
offers four times as many colors

(16 at once, from a palette of 64)
and almost double the maximum
resolution (640 by 350 pixels with
an enhanced RGB monitor). This
means that if your computer has
an EGA, you will still be able to

play games that were written for

CGA graphics only; the EGA can
duplicate all the modes of the ear-

lier CGA adapters.

The Video Graphics Array
(VGA) standard, introduced in

1987 for the IBM PS/2 Models 50
through 80, surpasses EGA with
640 by 480 resolution and an al-

most endless palette (262,144
colors). While various VGA modes
are compatible with the older
EGA and CGA standards, there
are not a lot of VGA-specific
games yet. An EGA adapter is

probably the game player's best
trump card.

Cards and Monitors
There are a few points to con-

sider when shopping for a video
adapter and color monitor. For in-

stance, there are three different

kinds ofEGA cards. IBM's original

low-end EGA had only 64K of on-
board memory, which restricted it

to 4 colors instead of 16 in 640 by
350 mode. Insist on an EGA with
a full 256K memory—or, for a few
dollars more, one of the 256K "en-
hanced EGA" cards made by ven-
dors such as Paradise Systems,
Video Seven, Boca Research,

Genoa, or ATI Technologies.
These cards offer extra-high reso-

lution (640 by 480 or better) when
used with monitors such as NEC's
MultiSync II.

A few hot-rodders claim that all

the colors and pixels ofVGA make

for sluggish screen drawing, even
with a fast 80286- or 80386-based
computer. For them, vendors
such as Paradise and Video Seven
offer both 8- and 16-bit VGA
cards, with single connectors (for

PC or XT slots) or double connec-

3 entertainment triumphsfrom FIRSTROW!

STAR EMPIRE people wHob^oughtyo^ELITE7"

The HONEYMOONERS
J°'» ""'"°f

* The TWILIGHT ZONE

Ralph and Ed

Out of the 6th dimension comes
the long-awaited graphic thriller

3 computergames destined

to rise to the "Top of the Charts"!

CHECK YOUR LOCAL RETAILER
OR CALL DIRECT 215-662-1400

FIRST ROW SOFTWARE PUBLISHING, INC.

3624 Market Street, 3rd Floor

Philadelphia, PA 19104
(215)662-1400

The Twilight Zone ©1988 CBS, Inc.

The Honeymooners ©1988 VIP Corp.
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GRAPHICS STANDARDS

Graphics
Adapter

Pixels
(H bv V) Colors Palette

Horizontal Scan
Frequency (kHz)

MDA 720 X 350 NA NA 21.85

HGC 720 x 348 Mono NA 21.85

CGA 320 x 200 4 16 15.7

EGA (std) 640 x 200 16 64 18.5

EGA (enh) 640 x 400 16 64 21.85

VGA 640 x 480 256 262,144 31.5

tors (for faster data transfer, re-

stricted to AT slots).

Finding a Compatible Monitor
Better adapters need better

monitors. Both CGA and EGA
systems use digital RGB monitors
with 9-pin connectors for digital

or binary video signals, but EGA
requires an enhanced color dis-

play that can show 350 instead of

200 lines. More lines means more
dots or pixels on the screen for

each frame. (A frame describes a
complete set of scan lines creating

a new screen image, typically 60
times a second. The more ad-
vanced graphics standards re-

write the screen as many as 70
times per second.)

In order to turn the video tube's

electron gun on and off more fre-

quently for the higher-resolution

graphics standards, the video
monitor must have better than
average horizontal frequency re-

A STEP BEYOND ADVENTURE. .

.

Choose your destination:

LONDON, PARIS,

SPAIN, or

WASHINGTON,
DC and RSVP:
Your Essential

Guide to

International

Etiquette and
Protocol

THE ULTIMATE TRAVEL SIMULATIONS!
•Mysteries and Adventure in a Rich Learning

Experience

•Play the Tourist, Visit Museums, Exchange
Money and Converse with the Locals

•Authentic Situations, Superior Realistic

Graphics

•Intelligent Database of Over 2000 Facts

All Available For:

IBM $39.95 ($44.95 for Washington)

APPLE II e/c/gs $39.95 ($44.95 for Washington)

COM 64/128 $29.95 ($34.95 for Washington)
Circle 47 on Reader Service card.

Ask your dealer or

call or write to:

BLUE LION SOFTWARE
90 Sherman Street

Cambridge, MA 02140
(617) 876-2500

FOR ORDERS ONLY:
(800) 333-0199

sponse. CGA scans 200 lines hor-

izontally and requires a monitor
that can synchronize to a horizon-

tal frequency of 15.7 kilohertz.

EGA scans 350 lines horizontally

per frame and requires a monitor
that can synchronize to 2 1 .8 kilo-

hertz. VGA requires a monitor ca-

pable of synchronizing to a
horizontal scan rate of 31.5 kilo-

hertz. In addition, vertical scan
rates of the newer graphics adapt-

ers can range from 50 to 70 hertz.

Popular multiscanning moni-
tors such as NEC's MultiSync or

Princeton's Ultrasync, which ad-

just themselves to different hori-

zontal output frequencies, cost
more but offer maximum versatil-

ity and compatibility. With an
adapter or 15-pin connector,
these monitors can also support
the nearly infinite spectrum of an-

alog RGB used by VGA cards and
VGA-only monitors such as IBM's
PS/2 series or Zenith's flat-screen

ZVM-1490. Before you buy, you
should consult the manufacturer
of the monitor you're interested in

to be certain it's compatible with
your graphics board.

Finally, what do you do if you
want to play games on your por-

table computer? Some portable
computer screens do not lend
themselves particularly well to

games. The worst offenders are
LCD-type screens whose scrolling

speed severely limits action-ori-

ented games like vehicle simula-
tions or arcade games. However,
some types adapt pretty well to an
LCD as long as the action is not
fast and furious. To be useful, the

screen should be capable of dis-

playing at least four levels of gray
scale. Plasma screens have the
best chance for action-oriented
game software. Almost all decent
laptops these days have an exter-

nal monitor port that can be used
with an external RGB color mon-
itor. The best bet is to bring your
laptop and try out the software at

the dealer before you buy.

Eric Grevstad is a newspaper
columnist and frequent contributor to

Portable Computer Review, PCResource,
inCider. and other magazines.



THE CHALLENGES KEEP COMING
Downhill

Challenge™

The ultimate

computer ski

experience.

Take a deep

breath, grit

your teeth,

and go for

it! Push off

on a run that's so realistic, you'll

swear you can feel icy air stinging

your face.

Watch yourself go into a tuck as

you swoop down the mountainside,

your flashing skis following every

Realistic 3-D animation and spectacular backgrounds.

movement ofyourjoystick.

Take your choice of four exciting

events— Downhill, Slalom, Giant

Slalom, and Jumping—each with

runs for beginner, intermediate, and
advanced skiers.

Challenge friends, letting the

computer time your splits. Or com
pete against a world-class

computer opponent who
knows the slopes like

a native.

Downhill Challenge:

It's one chilling chal-

lenge after another!

Superbike

Challenge™

Race your lOOOcc Superbike

on 12 of the world's most
exciting Grand Prix courses.

On-screen instruments show your

speed, RPM, lap times and more.

Race against a friend or race the

computer. Lean into the curves,

steering with your body. But look

out—lean
too far

and you'll

wipe out!

Qr$~> HUH

Downhill Challenge is

available for the IBM PC/

Tandy for $29.95, the Com-
modore 64/128 for $19.95;

and the Apple IIgs, Atari

ST and Amiga for $34.95.

Superbike Challenge is

available for the IBM PC/
Tandy, Commodore 64/128
and Atari ST for $19.95.

Three ways to buy: Visit your software dealer or call

(800) 527-6263, 8am-5pm PT for credit card purchases
and order-by-mail details. For more information,

write to Br0derbund Software-Direct, P.O. Box 12947,

San Rafael, CA 94913-2947.

Broderbund
© Copyright 1988 Broderbund Software, Inc., 17 Paul

Drive, San Rafael, CA 94903-2101. All rights reserved.
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The Indispensable

Photo 1: Clockwise from upper left: Maxx yoke, FlightStick, Winner 909,
Mach III, Kraft Premium II, Kraft KC3, Gravis MK VI, Tacl + .

Whatever their manufac-
turers call them—joy-
sticks, flightsticks, ana-

log controllers, or control yokes

—

manual control devices give game
players the ability to control the

action with a degree of precision

that a keyboard cannot duplicate.

Trying to follow Chuck Yeager
around the pylons of an air race

course by pushing numbers on a
keypad cannot compare to the
smooth, incremental control of a
joystick or a control yoke, which
duplicate the sensation of flying

to an uncanny degree.

Calibration
Chuck Yeager's Advanced

Flight Trainer from Electronic

Arts was used as the basis for

evaluating the joysticks and the

control yoke that PCGames
tested (see photo 1). We used
Cessna 172 flight simulation for

two reasons: It accurately repro-

duces the flight characteristics of

the Cessna 172, which the Maxx
control yoke is designed for, and
it provides a reproducible means
of calibrating joysticks.

In the straight-and-level simu-
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For arcade
play or
vehicle

simulation,
there's no
substitute for

ajoystick.

by Chuck Weston

Element
lation mode, two small black
squares appear on the screen (see

photo 2). The larger of the two
(about three-quarters of an inch

square) is always centered in the

computer's screen. It represents

the heads-up display (HUD) of the

aircraft you're flying.

The second black square (about

three-eighths ofan inch square) in

the flight presentation is movable
and represents the composite po-

sition of the aircraft's ailerons and
elevators. In other words, when
the aircraft is trimmed correctly

and in straight and level flight,

the small black square is centered

within the large black square.
This indicates that there are no
control inputs to the plane. You
can take your hands off the con-

trols and the plane will continue

to fly straight ahead.
When a joystick is first plugged

into the controller interface
board, it needs to be trimmed. By
adjusting the trim controls on the

joystick until the small square is

centered within the larger square,

the joystick is in perfect electrical

balance, with no residual inputs

—

up, down, left, or right. In other

words, the joystick is centered.

If you don't have Chuck Yeag-

er's Advanced Flight Trainer,

don't panic. You can still calibrate

your joystick using the simple
BASIC routines included with
these products. We used this pro-

gram because it makes the center-

ing process a lot simpler.

Common Denominators
All the joysticks and the control

yoke we tested had some things

in common. A full deflection to

the right or left produces a lateral

displacement (of the little black
square in the HUD) of 4% inches

to either side of the center of the

screen (on a screen that measures
10!4 inches horizontally). Moving
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the joystick or control yoke fully

toward you produces a vertical

displacement of 1 % inches above
center (on a 7%-inch vertical
screen). Moving the joystick or
yoke fully away from you pro-
duces a displacement of l

3
/4

inches below the center of the
computer's screen.

All the joysticks and the yoke
are analog controllers. That is,

they are true proportional-control

devices, where a 50 percent de-

flection of the stick produces a 50
percent deflection of the small
square in the HUD. The amount
of effort needed to deflect the stick

is different in each design. Some
are very sensitive and others re-

quire medium to heavy effort.

The less sensitive devices have
better springs and return to cen-
ter more quickly. Those joysticks
with less mass will also center
more quickly. If you intend to use
the joystick primarily for arcade-

tyPe games that require fast hand/
eye coordination, a short-throw
joystick will serve the purpose
very nicely. If, however, you want
to use flight simulators and other
programs that require more pre-

cise analog control rather than
fast action, one of the larger joy-

sticks that need more actual
movement for a full deflection
would be better.

The devices we tested are listed

alphabetically, with comments on
their various features and our
overall impression.

FlightStick
The FlightStick from CH Prod-

ucts ($79.95) has trim adjust-
ments for all axes and a variable

roller control that serves as a
throttle for aircraft simulations.
The feel is very light compared to

other joysticks. One nice touch is

the thumbscrews on the control-

ler board connector; you don't
need a screwdriver to attach the
cable.

The FlightStick (6% by 6'/2
inches base, 7y2 inches high) has
a very streamlined design, with
an extended portion in front that
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Photo 2: Cessna 1 72 control panel
from Chuck Yeager's Advanced
Flight Trainer showing calibration
rectangles.

separates your trigger finger from
the rest of your hand. One fire but-

ton is embedded in this section of

the stick, and a second is promi-
nently located on the top of the

joystick.

The easy-to-use trim and throt-

tle controls are large serrated roll-

ers at the base of the assembly.
The base of the FlightStick is mas-
sive and resists displacement dur-

ing rapid excursions of the stick.

This stick returns to center re-

peatably when used with Ad-
vanced Flight Trainer.

Gravis MK VI

The features of the Gravis MK
VI (Advanced Gravis Computer
Technology; $54.95 for black,
$79.95 for clear model shown in

photo 1) include a fire button on
top of the stick and two additional

select buttons. Three thumb-
wheels are arranged to form a
"fire button switch matrix" that

lets the user reconfigure any of

the three switches as the fire but-

ton. Small screwdriver trim ad-

justments are provided for both
axes.

A unique feature of the Gravis
MK VI (6'/2 by 5 inches base, 6
inches high) is the eight-position

effort-adjustment mechanism in

the form of a large wheel con-
tained within the base housing. It

has notched detents and balls

that allow eight discrete effort set-

tings. The last position is the free

movement setting, which re-

moves all spring pressure from
the stick.

Handle shape is a very comfort-
able full-grip type, with a foam
rubber covering that is easy on
the hand. A large, flat fire button
is mounted directly on the top of

the stick. The two other select

buttons, on the left side of the joy-
stick base, are large and easily

accessible.

Kraft KC3
Kraft Systems' KC3 ($29.95) is

a light- to medium-effort joystick

with a cone-shaped handle. It has
trim adjustment sliders for each
axis on top of the base, on either

side of the stick. A fire button is

located in the top of the handle,
and two auxiliary switches are in

the front corners of the base.

The KC3 (4% by 3% inches
base, 5 inches high) incorporates

an Apple/IBM selector switch in

the underside of the base, along
with four small selector levers
that let you set up the stick for

free-floating operation. This is

done by moving the joystick to

one extreme corner and changing
one pair of selectors, and then
moving the joystick to the other
extreme corner and changing the

other pair of selectors.

This joystick has a single at-

tached cable with two connectors,
one for the Apple II and the other

for the IBM PC. The control reso-

lution of the KC3 was excellent,

and the device repeatably centers

itself when you remove your
hands from the stick.

Kraft Premium II

The Kraft Premium II ($39.95)

is quite different from the KC3 in

a number of ways. It is intended
for only IBM PCs and has one 15-

pin connector. The stick is short

(4Va by 4*/4 inches base, 3'/8 inches
high), protruding only 1% inches
above the housing. Trim controls

are roller adjustments embedded
in the top of the base on either

side of the stick. This joystick has





no fire button on the stick itself;

instead there is a red button on
the top of the base and a black
button in the front.

The Premium II also incorpo-
rates a set of selectors so you can
set it up as a free-floating joystick.

These selectors (only two in this

case) operate like the ones in the
KC3. The stick must be pushed to

first one extreme corner and then
another as the selectors are
thrown, as indicated on the base.

The resolution of this stick is ex-

cellent and centering is repeata-

ble. This should be a good stick

for arcade games.

Mach III

The Mach III ($49.95), manufac-
tured by CH Products, features top-

mounted slide-operated discon-
nects for both axes that enable free-

floating operation, and small rotary

trimmers with separate indicators

for X- and Y-axis operation.

The Mach III (4 by 4 inches
base, 4% inches high) has a fire

button mounted in the top of the

inverted-cone stick and two aux-
iliary switches on the sides of the
far corner ofthejoystickbase. This
device is equipped with a single

15-pin cable that has finger-oper-

ated mounting screws on the con-
nector shell. The Mach III is a
light-effort stick with excellent
resolution and good centering
repeatability.

Maxx
Alturas Corporation's Maxx

($99.95) is a control yoke rather

than a joystick. It resembles the

control wheel in a modern single-

engine aircraft. In the front, under
the place where the control shaft

enters the assembly, is a sliding

throttle control, much like the one
in a single-engine plane.

The yoke is spring-loaded so
that it returns to the center posi-

tion of the forward/back mode
when left idle. Total forward/back
motion is 2% inches. There is no
centering spring action in the
side-to-side direction, which ro-

tates 60 degrees either side of cen-
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ter. Some software, however, can
use the action buttons in each
arm of the yoke for calibration.

Maxx (liy2 inches long, 11

inches wide, 7 inches high) at-

taches to a table top via a pair of

large hand screws attached to a
flat plate beneath the yoke assem-
bly. There are no trim adjust-
ments on the Maxx yoke but it

centers itself quite well in spite of

this.

TAC1 +
Suncom's Tacl+ ($29.99) fea-

tures an Apple/IBM selector
switch and a fire button selector

switch, both on the bottom of the

base. You can select either the
stick-mounted fire button or one
of the two switches on the top of

the joystick housing.

This joystick comes with a
three-flavored cable arrangement
that lets you plug into the Apple
He, lie, or IIGS, the Apple II or
Franklin computer (16-pin DIP
connector), or an IBM PC or com-
patible via the 15-pin connector.
External trimmers are provided
for each axis on the top of the joy-

stick housing.
The Tacl-i- [4% by 4% inches

base, 4% inches high) is a light-

effort device with little or no in-

herent damping. The stick mech-
anism is very loose in its gimbal
and can be moved up and down
visibly if pulled upward. When re-

leased it centers itself, but not be-

fore some overshoot and bounce.
The resolution is acceptable, but
not in the same league as the
more sophisticated sticks like the

Gravis MK VI and the FlightStick.

Winner 909
Features of the Winner 909

(Contriver Technologies; $24.95)
include a bottom-mounted Apple/
IBM selector switch. Trim con-
trols for both axes are also located

on the bottom of the joystick base.

The Winner 909 (4% by 4 inches

base, 4 l

/4 inches high) is a light-

effort stick, with a handle shaped
like an inverted cone. A fire but-

ton is incorporated in the top of

the stick, and two other switches
are located on the top of the hous-
ing in the far corner. This design
makes the switches equally ac-

cessible for both right- and left-

handers.
Two cables are supplied with

the Winner 909; the IBM version

is an extension cable for the Apple
9-pin connector. (There are at-

tachment screws on the 9-pin Ap-
ple connector but none on the IBM
cable.) This stick showed good
resolution and, once adjusted, re-

turned to center every time.

Joysticks are like computer
keyboards. No two users will ever
agree totally on what feels and
works the best. Our advice is to

try out a joystick with your favor-

ite game at your local dealer be-

fore you buy.

FlightStick Maxx Control Yoke
Mach III Alturas Corporation
CH Products Inc. Rainier Bank Plaza, 6th Floor

1225 Stone Drive 777 - 108th Avenue NE
San Marcos, CA 92069 Bellevue, WA 98004-5195

Gravis MK VI
Analog Controller Tad +

Advanced Gravis Suncom
Computer Technology Inc. 260 Holbrook Drive

6894 Palm Avenue Wheeling, IL 60090
Burnaby, BC, Canada V5J 4M3

Kraft KC3 Winner 909
Kraft Premium II Contriver Technologies Inc.

Kraft Systems Inc. Marketed by Happ Controls Inc.

450 West California Avenue 1251 Pagni Drive
Vista. CA 92083 Elk Grove Village, IL 60007



TAKEYOUR
REVENGE!

V

The evil Shogun Kunitoki has slaughtered the entire Brotherhood of the White Ninja.

You alone survive. And you—alone—must avenge the Brotherhood.

Prepare for action and adventure. Find your way to Kunitoki's distant fortress. Scale

mountains. Cross raging rivers. From the vivid Wilderness to the grim Dungeons, six

animated landscapes will take your breath away—if you live to see them.

^ . . . "One of the finest martial arts games we've ever

H seen"

MH —Computer Entertainer

B "Far above anything like it on the market."

—Commodore Magazine

"A +—Graphics that rival Amiga games"
—Run
"Watch where you're swinging those nunchukas"

—Info

Now available for

IBM/Tandy, Apple II,

Apple IIGS, and
Commodore 64/128.

..,:::;r WimAI r HIKIA

Circle 1 1 on Reader Service card.

ACTIVISION,

To order by mail, call 1-800-227-6900. Program © 1987 System 3 Software, Ltd. Available for IBM/Tandy, Commodore 64 and 128, and Apple IIGS

computers. Commodore 64 and 128 are trademarks of Commodore Electronics, Ltd. Apple IIGS is a trademark of Apple, Inc. IBM is a trademark of

International Business Machines, Inc. Tandy is a trademark of Tandy Corporation.





YOU'LL FIND
ICONAM I GAMES IN
THESE STRATEGIC
LOCATIONS.

BABBAGES

CHILDWORLDAND
CHILDREN'S PALACE

ELECTRONICS BOUTIQUE

FEDCO STORES

LIONEL KIDDIE CITY,

LIONEL PLAYWORLDAND
LIONELTOYWAREHOUSE

TOYS "R" US

WAREHOUSE
ENTERTAINMENT

ZAYRE
(Boston and Washington D.C. Area Stores Only.)

Attention Dealers:

For further information on Konami's line

of computer games, call customer service

at (312) 595-1443.

KONAMI
Only Rush 'N Attack and Contra will be available

forAmigain1988. ©1988, Konami Inc.

ARIZONA
MESA
Compute or Play

1000 Fiesta Mall

CALIFORNIA
BAKERSFIELD
Software Etc.

2701 Ming Ave.

V Plaza

CHULA VISTA

R & R Software

1048 3rd Ave.

1619)426-7011

CITYOF INDUSTRY
Software Etc.

Pomona Hwy at Azusa

FOSTER CITY
Home Computing

Center
1125 E. Hillsdale Blvd.,

#103

SAN DIEGO
Computer Outlet

7940 Silverton Ave.

(619) 740-0113

SUNNYVALE
HT Electronics

346W Maude
(408) 737-0900

TORRANCE
The Warehouse
19701 HamiltonAve.

(213) 538-2314

CONNECTICUT
DARIEN
Walden Software

800 Post Road

NEW BRITAIN
Romek Home Computer
432W Main St.

FLORIDA
GAINESVILLE
Florida Bookstore

1614 W University

(904)376-5606

LAUDERDALE LAKES
Software City

3700W Oakland Park

Blvd.

(305) 735-6700

PANAMA CITY
Gulf Coast

Computers
674W 23rd St.

PLANTATION
Software Software

612 Broward Mall

(305)476-0595

WEST PALM BEACH
Computers 4 Rent

2695 N Military Trail

(407)471-1976

ILLINOIS
AURORA
Micro-Tech Solutions

99IAAuroraAve.
(312|892-3551

CANTON
Blessman's Inc.

1 75 S. Main

CHICAGO
Software Plus

6212N. Western Ave.

(312) 338-6100

DANVILLE
Data Center
108 N.Vermilion

HANOVER PARK
Software Plus West
2001 Irving Park

(312) 837-6900

LOVES PARK
Union Hall Inc.

6321 N. 2nd St.

SPRINGFIELD
lllini Software Center

2036 S. McArthur

WHEELING
Software Plus

731 W Dundee Rd.

(312) 520-1717

INDIANA
PLAINFIELD
Simply Software

311 Gordon Dr.

KENTUCKY
LEXINGTON
Computer Dimensions

171 W LowryLn.

LOUISIANA
SHREVEPORT
Discount Computer

Software

544 E. King's Hwy

MAINE
BELFAST
Skylight Software

22 Miller St.

(207) 338-1410

CARABOO
Mementos
86 Sweden St.

(207)498-3711

WESTBROOK
Hands On Computers
861 Main St.

(207) 854-1155

MASSACHUSETTS
PITTSFIELD

Nichols Electronics

274 Wahconah St.

1413)443-2568

WELLESLY
Memory Location

396 Washington St.

(617)237-6846

WORCESTER
The Software Shop
84 Pleasant St.

|617) 791-5905

MICHIGAN
ClAWSON
Software Trends

230 S. Main St.

CLIO
The Edge Connector
124 North Mill

(313) 686-1070

FLINT
I/O Software

G-3304A Corunna Rd.

GARDEN CITY
Soft-House Computer

Center
32647 Ford Rd.

(313) 522-3015

TRAVERSE CITY

The Software Shop
710 Centre St.

MISSOURI
CAPE GIRARDEAU
Midwest Computers
203 West Park Mall

(314) 339-0022

NEW JERSEY
BRIDGEWATER
Software Etc.

400 Commons Way

WAYNE
Software Etc.

Willowbrook Mall

NEW MEXICO
ALBUQUERQUE
Page One
1 1 200 Montgomery

N.E.

1505)294-2026

NEW YORK
ALBANY
Computer Cellar

911 Central Ave.

(518)482-1462

BAY SHORE
Software Etc.

1 701 Sunrise Hwy.

CHEEKTOWAGA
Papa's Computerware
2789 Union St.

(716) 684-7272

FLUSHING
Software Etc.

39-01 Main St.

HIGHLAND FALLS

Software Affair

188 Main St.

1914)446-4121

HOLBROOK
Great Escapes

5801 Sunrise Hwy.

KENMORE
Software Supermarket

3670 Delaware Ave.

(716)873-5321

LATHAM
Contemporary

Computers
893 Loudan Rd.

(518) 783-1088

NEW YORK CITY

J&R Music World
23 Park Row
(212) 732-8600

Leigh's Computer
1475 Third Ave.

1212)879-6257

RIDGEWOOD
Quo Vadis

70-20 Fresh Pond Rd.

ROCHESTER
Leon's Computer Mart
103 Clinton Ave.

(716)325-2787

SCOTIA
Select Software

108 Mohawk Ave.

(518) 382-7886

OHIO
DAYTON
Microtyne
4049 Marshall Rd.

FAIRFIELD
Microware Magic
6625 Dixie Hwy
(513)874-6560

MEDINA
Ram-Run Computer

Products
891 N. Court

(216) 263^428

PENNSYLVANIA
WEST REDDING
English's Computers
608 Penn Ave.

RHODE ISLAND
WARWICK
Software Connection
101 WNatickRd.

WOONSOCKET
Galaxy Computers
332 River St.

TEXAS
BEAUMONT
Software Rental

2855 Eastex

Freeway#D

FORT WORTH
Wedgewood Software

5312 Woodway
(817) 292-7353

HOUSTON
Floppy Wizard
271 Memorial

(713) 461-8660

SAN ANTONIO
Computer Experience

5525 Blanco

(512) 340-2901

UTAH
SALT LAKE CITY
Armadillo Brothers

3330 S. State

(801)484-2791

VIRGINIA
MARTINSBURG
My Software Heaven
Meadowlane Plaza

Box 2

(304)263-1228

WOODBRIDGE
Virginia Micro

Systems

1 3646 Jefferson

Davis Hwy.
(703)491-6502

WASHINGTON
LONGVIEW
Software Depot
1310Oceanbeach
Hwy.

LYNWOOD
Family Computers
3333 184th St. S.W
(206) 775-3530

PACOMA
Nibbles & Bytes

4020 S. Steele St. #105

SEATTLE
Omni International

Trading Post

3826 Woodland Park

Ave. N.

|206) 547-6664

VANCOUVER
Software Support Int.

2700 N.E.Andreison

D13

WISCONSIN
JANESVILLE
Romeyn Software

2100 E. Milwaukee

MILWAUKEE
Computer Software

Center
10710W Oklahoma
Ave.

RACINE
Computer Paradise

4901 Washington

Ave.

Circle 8 on Reader Service card.



the midway

Categorizing entertainment software packages is an almost
impossible task. As designers try to broaden the appeal of computer
games, they incorporate elements from what were once distinctly

different types of games into their creations, resulting in considerable cross-breeding.
We could define many other categories ofgames here but have restricted ourselves to just those

discussed in this issue's Midway section. In future issues o/PCGames we will look at other ways to group
the nearly limitless variety of entertainment software. Here is our rationale for the general game
categories used in the Midway.
Arcade games emphasize fast action and eye/hand coordination. Sports games simulate playing a sport,

with realistic action and strategy. In vehicle simulations you operate a land, sea, air, or space craft in
lifelike situations, often including simulated combat.
Fantasy role-playing games let you create, and become, one or more fictional characters with a

dedicated mission, usually to defeat some evil being. Strategy games are chess-like games that require
more long-term thinking than quick action. Using text alone or text and graphics, adventure games create
a world through which you guide a character on a quest.

Whether or not you agree with our classifications, we're sure you'll find what you're looking for along
the Midway.

hen most people hear the
words "computer games,"
they think of arcade games.

It's no wonder, as these games have
been around for over a decade now,
and instead of showing a decline in

popularity, they are actually increas-

ing in numbers.
Arcade games are games of action

and skill, hand and eye coordination.
They can be fast or slow, easy or dif-

ficult. Space Invaders is an arcade
game, but so is a computerized ver-

sion of pinball. Arcade is actually a
fairly broad term, loosely covering a
range of more specific categories.

One thing they all have in common
is that they are graphically intensive.

Unless you have some sort of graphic
display card in your computer, you
can forget about playing an arcade
game. If you have a Color Graphics
Adapter (CGA), you will have access
to just about all games, but the reso-

lution of the display and the number
of colors will be limited. Enhanced
Graphics Adapter (EGA) owners will

often be rewarded with a dazzling dis-

play of colorful high-resolution

graphics in arcade games, but having
an EGA card will not make the game
take advantage of the EGA's extra
abilities unless the software is pro-

grammed specifically to do so.

Only a few games will work with
personal computers equipped with a
Hercules Graphics Card (HGC), and
fewer still directly support Video
Graphics Array (VGA) or Multicolor

Graphics Array (MCGA) graphics.
Another factor to consider is game
controllers. Most PC games will offer

a keyboard option, so you can play
without any special controller. But
many arcade games, especially those
with fast action, really require a joy-

stick or mouse to get the best game-
play possible. For a complete dis-

cussion of the various graphics stan-

dards and game controllers, see the
Sideshow section on page 14.

Games of Skill
Arcade games don't have to be fast;

they can be computer versions of
popular games played long before
computers were around. Good ex-
amples are Mini-Putt (CGA/EGA/

HGC, 256K, $39.95) from Accolade
and MiniGolf (CGA/HGC, 512K,
$19.95) from Artworx.
One of the most popular family

games in America, miniature golf is a
comic game of skill. Just like regular
golf you play eighteen holes, but in-

stead of long courses you have "Rube
Goldberg" courses of just a few feet

in length, replete with obstacles like

ramps, moats, and moving wind-
mills. Mini-Putt and MiniGolf are fun
adaptations of a game that is wacky
to start with and is made more so by
the magic of the computer. Combine
odd traps and obstacles with some
great graphics and you end up with
games that are a lot of fun.

One of the most interesting games
in a long time comes from the Soviet

Union. Tetris (CGA/EGA/HGC,
256K, $34.95) by Spectrum HoloByte
is a deceptively simple game that will

quickly consume your attention and
your time. The game consists of

small geometric shapes made from
four squares that fall into the playing
area of the screen. The object of the
game is to fit the shapes together as
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77/7% TheRightStuff

"

-NYTimes (Aug. 25, mi)

Strap yourself into Chuck Yeager's Advanced Flight Trainer"

The only flight simulation co-designed by the greatest test

pilot ever. And with action so fast, even experienced pilots

'auger in! The right stuff is right here.

Test the limits of 14 different

aircraft using Yeager's own
evaluation checklist. From the

classicWWI Sopwith Camel to

the mach-speed SR-71 Black-

bird. Push the experimental

XPG-12 to the edge of space.

Fly formation onYeager's wing

through Dead Man's Slalom.

Catch the breathtaking fear of

a Hammerhead stall, the

adrenaline rush of an aileron

roll, the thrill of your first

Cuban 8.

Race computer opponents

through white-knuckle

courses. Bolt past obstacles

and run narrow gates. Skim

the ground at top speed, wing-

to-wing with your rival. View

the action from a chase plane

or the tower.

Seat-of-the-pants flying in

the only simulation with over

forty years of experience.

Yeager insisted on actual air-

craft specs and his own flight

evaluation charts. Climb into

the cockpit and see if you've

got the 'right stuff

Available for IBM/TANDY compatibles,

C64 and APPLE II. Visit your retailer or call

800-245-4525 for direct VISA/MasterCard orders

On CA 800-562-1112). Direct order prices: $39.95

IBM, Apple II: $34.95 C64. Send U.S. check or

money order to EA, PO. Box 7530, San Mateo, CA
94403. Add 53 shipping/handling Allow 3 weeks

delivery 14 day money back guarantee on direct

orders. IBM, Apple and C64 are registered trade-

marks cf International Business Machines, Inc.,

Apple Computer, Inc. and Commodore Electronics

Limited, respectively Software © 1987 Ned Lerner,

PHOTO COURTESY NORTHROP AVIATION/ALLEN QUINN.j
Headline quote © 1987 by The New York Times Company.
Reprinted by permission

ELECTRONIC ARTS^

Circle 51 on Reader Service card.



the midway

ARCADE continued

closely as possible, making it an ani-

mated random jigsaw puzzle. You
can rotate the shapes at 90-degree in-

tervals to make them fit the available

spaces better, or move them left and
right before letting them fall. When-
ever you fill in a line completely it dis-

appears; fill in ten lines and you go
on to the next level. It is both clever

and addicting. If you like to have a
game or two at the office, this should
be one of them. Spectrum HoloByte
even includes a memory-resident
version on the disk.

From the mists of time to today's

computer screen comes Shanghai
(CGA, 256K, $37.95) from Activision.

Adapted from the 3000-year-old
game of mah jongg, it is a quiet game
of concentration and study. You can
play by yourself, against someone
else, or against the clock. This game
consists of removing matching tiles

from a stack that is randomly gener-
ated. Each tile has at least one match,
but you can only remove those on the

top or outer edges of the stack. To get

to the others you must remove these
outer ones first, all of which takes
careful planning or you end up with
a situation where no moves can be
made. But it is always possible to get

them all, if you take the time to think
about it. The only drawback to
Shanghai is that it supports only
CGA graphics; it would be nice to

have the higher resolution of EGA.
Stepping up the pace a little we

come to a computerized classic, Pin-
ball Wizard (CGA/EGA/HGC, 256K,
$34.95) by Accolade, an action-filled

game of skill and chance that is a re-

markably accurate simulation of the
real thing. The game can be played
by up to four persons, and it has all

the sights and sounds you would ex-

pect in pinball. And once you master
the supplied game, Pinball Wizard
has a complete pinball construction
set built in that lets you create and
play your own idea of the ultimate
pinball game.

Arcade Adventures
Arcade adventure games are a

class in themselves. Undeniably ar-

cade games, they have strong story-

lines that resemble those found in

adventure games. While they are
quite graphically intensive and have
classical arcade sequences and a lot

of sound and music, there is an ele-

ment of strategy present as well.
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One such game is Defender of the
Crown (CGA/EGA/HGC, 256K,
$39.95,) from Cinemaware. In De-
fender you play the part of a knight
in medieval Britain. Good King Rich-

ard is dead and anarchy rules. Your
job is to conquer all the lands owned
by the other Saxon and Norman
knights, who of course are all trying

to do the same thing. (It's sort of a
medieval version of the game of
Risk.) To win you must fight with
sword and catapults, participate in

jousts, and rescue fair maidens. You
can count on some help from your
friend Robin Hood, but otherwise you
are on your own. Defender has excel-

lent graphics and is fun for kids of all

ages.

From the creators of Defender
comes another classic game, The
Three Stooges (CGA/EGA, 256K,
$49.95). You control the famous trio

as they try to save a widow and her
three beautiful daughters from the

clutches of an evil banker. This game
has excellent graphics, digitized

sounds and speech, as well as great

animation. As an extra plus the game
strategy is pretty good too. There are
several arcade sequences based on
episodes from the Stooges films, with
favorites like pie fights, boxing
matches, hospital scenes, and
cracker-eating contests (you as Curly
against the oyster).

Movie adaptations seem to be big
this year. From Mindscape comes
Willow (CGA/EGA, 512K, $39.95),
based on the Lucasfilm movie of the
same name. This is an arcade adven-
ture with beautiful graphics, some of

the best I have ever seen on a PC. It

has seven arcade sequences based on
events in the movie, some of which
are fast arcade style, others are
slower and more strategic in nature.

To help make the game replayable, it

has a reset option that creates new
maps and scenes, so you can still

play it after solving it the first time.

While it has impressive graphics, the

game itself is fairly simple and chil-

dren seem to like it.

Pirates! (CGA/EGA, 256K, $39.95)
by MicroProse is a combination of ar-

cade, adventure, and strategy rolled

into one. It is set in the seventeenth
century, and you are the captain of a
pirate ship. You sail throughout the

Caribbean, looting, trading, and
fighting in a unique combination of

games that will have something for

just about every type of game player.

The game uses graphics, animation,
strategic simulations, and interactive

text to recreate the days when Blue-

beard terrorized the seas.

It's a natural extension of imagi-

nation to go from pirates to martial

arts. In The Last Ninja (CGA/EGA,
512K, $42.95) from Activision we
have a classic arcade adventure. This
game is hot, with smooth fluid ani-

mation and complex fighting action

on the part of the ninja. There are a
tremendous number of animated ob-

jects (the publishers claim over
1000), six landscapes with 130 differ-

ent screens, and several different mu-
sic scores in the game. As the ninja

you must find and learn to use all the

weapons of these Oriental warriors,

from swords and shuriken stars to

magical items, to defeat the soldiers

of the Shogun. An exceptionally well

done game. The Last Ninja is one of

my favorites.

Arcade Action
Now we come to the arcade main-

stream. These are games whose goal

is primarily action, and lots of it. From
blasting aliens to games of war, any
concept that can generate fast action

has been used in the arcade.

Epyx produces the Maxx Out! se-

ries of arcade games. These are
meant to be moderate in price but
heavy on action. For example, con-
sider Death Sword (CGA, 256K,
$29.95). Ever feel like picking up
your sword and making like Conan
the Barbarian? In this game you get

your chance. The premise is that you
are out to rescue a princess and have
to fight (with your trusty broadsword)
every evil creature between you and
her. Using your joystick or keyboard
you must thrust and parry against ei-

ther computer opponents or a friend

sitting next to you (in two-player
mode).
Another in the Maxx Out! series is

Rad Warrior (CGA, 128K, $19.95).
You are Tal, a warrior in a radioactive

future. You have decided to rid the
world of the evil mutants, but no one
said it would be easy. First you have
to find your antiradiation suit, then
fight your way to the nuclear power
plant and blow it up. Lots of weird
creatures to zap in this game, as well

as a large underground area to

explore.

If you're a fan of the original Boul-



ENCOUNTER HIGH
SPEED ACTION IN
AN INTELLIGENT
GAME OF TACTICAL
WARFARE.

THE TIME: The 22nd Century.

THE PLACE: 64 islands in the

Southern Ocean.

THE PROBLEM: A worldwide en-

ergy crisis.

THE MISSION: Gain control of

the islands, set up centers to mine,

recycle and produce materials to

form a large network of power

plants.

JUST ONE MORE PROBLEM:
Enemy terrorists are destroying

the islands . . . one by one.

FAST-PACED ARCADE AC-
TION: You are in control of up to

4 aircraft and 4 amphibious vehi-

cles simultaneously. Capture

enemy islands and destroy its

forces.

STRATEGIC TACTICAL WAR-
FARE: Conduct war maneuvers in

a huge territory that includes over

BO islands. Protect your ship with

defense drones and 360-degree

turret mounted laser cannon with

telephoto tracking.

SENSATIONAL GRAPHICS:
Three-dimensional solid filled

graphics, smooth scrolling, fabu-

lous sound and special effects.

ADDICTIVE, HOURS OF PLAY:
Your choice of action game or

strategy game, plus save-game op-

tion provides hours and hours of ex-

traordinary adventure!

REALTIME </°MmiMK

HOW TO ORDER: Visit your software dealer today, or call [800] 227-69C0 from U.S. or Canada for Visa, MasterCard.
Amexor C.O.D. To order by mail, send check/money order: Rainbird. P.O. Box 8123. San Francisco. CA 94128. CA add
6% sales tax and TX add 7'/?%. Shipping/handling is $4.50. 2-3 weeks for delivery.

RAINBIRD
P.O. Box 2227,

Menlo Park, CA 94026,

415/322-0900

Circle 5 on Reader Service card.

AVAILABLE: IBM CGA/EGA/VGA $39.95. Amiga and Atari 512K $44.95. Macintosh 512K $49.95. Commodore
64/12B coming soon.

Rainbird and Rainbird logo are trademarks of British Telecommunications pic. Macintosh is a trademark licensed to Apple

Computer. Inc. IBM, Commodore and Atari are registered trademarks of International Business Machines Corp.. Commo-
dore Electronics Ltd., and Atari Corp.. respectively.
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der Dash game you will love Epyx's
Boulder Dash Construction Kit
(CGA, 1 28K, $24.95). And even ifyou
have never heard of Rockford, you
will quickly become a convert. Boul-
der Dash is a game of mining for dia-

monds while avoiding falling rocks,

exploding things, deadly creatures,

and other assorted nasties. With this

game-generation kit you can create

your own versions or duplicate those
already in existence. Besides being
able to invent unlimited unique
games, it comes with fifteen caves for

you to tackle.

Impossible Mission II (CGA,
256K, $39.95) is the sequel to Epyx's
original and highly successful Impos-
sible Mission. In this second edition

you must search dozens of rooms for

ELVIN, the evil mastermind. But
every room is filled with his deadly
robots, energy traps, one-way eleva-

tors, bottomless pits, and occasion-
ally a hidden clue or two. To win you
must move your acrobatic character
from room to room and from building
to building by jumping over the pits

and outsmarting the killer robots
long enough to search the objects in

the rooms for clues. There are an aw-
ful lot of rooms in the eight buildings,

enough to keep you busy for a long
time.

Another game sequel comes from
Electronic Arts. Skyfox II: The Cyg-
nus Conflict (CGA/EGA, 384K,
$29.95) is a fast-paced space shoot-
'em-up that has excellent graphics
and sound effects. You must pilot the
Skyfox into outer space to destroy the
Xenomorph star fighters and bases.
The space scene graphics are tremen-
dous, and the fighting is fierce. I like

Skufox II much better than the origi-

nal, which isn't usually the case for

sequels.

For a change of pace you might
check out Mindscape's Paperboy
(CGA/EGA, 256K, $39.95), based on
the arcade hit of the same name. You
as the paperboy must deliver news-
papers to the folks on your route. But
along the way there are fast cars,

muggers, dogs, and sidewalk grat-

ings to wreck your bike. The game
has very good sound effects and high-
speed smooth scrolling throughout
the paper route.

As I said, arcade games can have
unusual premises. In ShareData's
Starguake (CGA, 256K, $9.99) you
must guide the Bio-Logically Oper-

ated Being (BLOB) into the depths of

a planet with an unstable core. Ifyour
BLOB doesn't make repairs in time,

the planet will implode, creating a
starquake that will endanger the en-

tire universe. Naturally, there are a
lot of unfriendlies between you and
your goal.

Taking a more traditional approach
is Dark Castle (CGA/EGA, 256K,
$39.95) from Three-Sixty Pacific

Software. This game consists of a se-

ries of rooms that constitute a unique
arcade puzzle that must be solved to

get to the next room. There are lots

of deadly little creatures to kill, ropes
and ladders to climb, urchins to

avoid, and rocks to throw, and it is

generally lots of fun.

Tired of blasting monsters? How
about becoming the monster and
blasting those pesky little humans!
The Activision game Rampage (CGA/
EGA, 5 1 2K, $37.95) is based on a pop-
ular coin-operated arcade game. Here
you get your choice of being a giant

wolfman, Godzilla, or King Kong. As

the monster you can smash, eat, and
generally destroy any of 132 different

cities. But you have to watch out for

those darn humans, who keep trying

to blow you up.

Data East has been a publisher of

games for many years. It currently of-

fers a number of action-filled arcade
games for the PC. Here is a sampling.
Lock-On (CGA/EGA/HGC, 256K,

$39.95) is a high-speed flight simula-

tion war game in which you pilot a jet

over enemy territory, attacking a vari-

ety of targets on the land, on the sea,

and in the air. While not meant to be
an accurate simulation of a jet in bat-

tle, it does offer the player a fast-action

flight game. I'd recommend a joystick
for maximum enjoyment.
Commando (CGA, 256K, $19.95)

is pure arcade action, nothing less.

Your job as the commando is to take
on the enemy hordes and blow them
away. Every step of the way is a bat-

tle, and all you can count on is your
machine gun and trusty hand gre-

nades (at least as long as your ammo
holds out).

Tag Team Wrestling (CGA, 256K,
$14.95) is an arcade simulation of a
match between two teams of pro
wrestlers. You control one team, the
computer the other. You can use a va-

riety of wrestling techniques (body
slams, drop kicks, backbreakers,
etc.) on your opponents, but they can
do the same to you. A joystick is op-

tional in single-player mode but re-

quired in two-player mode. Tag
Team is a moderately interesting
game, but clearly there are better ar-

cade games you can spend your
money on.

Karnov (CGA/EGA/HGC, 512K,
$39.95), also from Data East, is an ad-

aptation of the coin-operated game
by the same name. As Karnov, a fire-

breathing Russian, you must fight to

recover the lost treasure from a pow-
erful dragon and his monstrous
henchmen. This one has good graph-

ics and nice animation.
As you can see there is something

for everyone in today's arcade game
scene. And new games are coming out

almost every day. Happy blasting!

—Lou Wallace

Lou Wallace is the technical manager
for RUN magazine and a contributing
editor for AmigaWorld magazine. He
has been playing games for over ten

years.
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F-1 9 STEALTH FIGHTER will turn your PC into the hottest new
flying machine on today's electronic battlefront. The graphics are

that vivid ... the animation that smooth ... and the feeling of flight

that convincing. It's out of sight!

But F-1 9 is no joy ride. Dramatic game play challenges you with

a lifetime of action. Fight your way through hundreds of missions

packed into the real-world regions of Libya, the Persian Gulf, the

North Cape and Central Europe.

Combat will dazzle you as never before. In heart-stopping

dogfights, use TrakCam to lock onto enemy MiGs. Or engage
TactiVue for an outside perspective that always keeps you

and your target in sight.

To be literally out of sight, learn the secrets of stealth flying —
maintaining a low electromagnetic profile to evade enemy
radar and mastering the tactics that only a stealth pilot dares

to try.

i

180 Lakefront Drive, Hunt Valley, MD21030 (301) 771-1151

For IBM-PC/XT/AT/PS27tANDY/compa?bles. Supports VGA,

MCGA, EGA, CGA and Hercules graphics.

Can't find F-19? Call (3011 771-1151, weekdays 8am to 5pm
EST and order by MC/VISA; or mail check/money order tor

$69.95 for IBM-PC/Tandy (specify disk size). U.S. funds only.

MD residents add 5% sales tax. Free shipping in U.S.; $5.00

;A; or mail check/money order for

specify disk size), U.S. funds only.

international. Allow 1 -3 weeks for U.S. delivery.

Circle 35 on Reader Service card.



If
you love sports, chances are they

play a role in every aspect of your
life. You probably play in a lo-

cal softball, basketball, or bowling
league, try to attend as many profes-

sional sporting events as possible and
watch the rest on television, and
spend a few minutes (at feast) every
morning discussing the previous
night's scores with the guys and gals

in the office.

If you own an MS-DOS computer,
you probably can't resist trying a
couple of sports games. There are
dozens of products to choose from,
ranging from text-only simulations to

arcade-type games with colorful
graphics. Game developers are well

aware of the dramatic rise in the sales

of inexpensive MS-DOS computers,
so you can expect the hottest new
games to be available for your system
months before your friends can get
their Apple or Commodore versions.

Whether your love is baseball, bas-
ketball, football, hockey, soccer, or
golf, there's a wide range of programs
that vary in price and complexity.
Even if you want to test your boxing
or karate skills, you have dozens of
choices to wrestle with. In fact, to
cover every sports game available
would require a magazine in itself. So
since this is autumn and the football

season is in full swing and the bas-
ketball and hockey seasons are heat-

ing up, we'll look at the offerings in

those three sports. Don't worry,
though, we'll take a detailed look at

the other major sports—and a few
minor ones— in future issues of
PCGam.es.

Ready, Set, Hut;
Football is both a simple and a com-

plex sport. The object is to run or
pass the ball into the end zone; that's

the simple part. However, the dozens
of plays, the various defensive and of-

fensive formations, and the speed
and precision at which the game is

played make football a complicated
and difficult sport. Your options in

football games for MS-DOS com-
puters range from the simple to the
complex.
Computer football games come in

two flavors: strategic simulation

games and arcade-like action games.
While you have many options in both
categories, two programs stand out
as the best in their field.

NFL Challenge (CGA/HGC, 320K,
$99.95) from XOR Corporation gives

you an idea of what it's like to be a
National Football League coach. The
impressive package includes a user's

guide, offensive and defensive play-

books, and the Illustrated NFL Play-
book. When you can read and
comprehend everything in this pack-
age, you're ready to coach football. On
the back ofthe box, XOR claims, "NFL
Challenge is the most authentic, real-

istic football game ever created for

computers." I'll take that a step fur-

ther and say that it's the most authen-
tic, realistic sports game ever created
for computers.
NFL Challenge isn't for everyone.

To get the most out of this game you
need a basic knowledge of football.

For example, you should know the
difference between a zone defense
and a man-to-man defense, the weak
side versus the strong side, and a
draw as opposed to a trap. All the
words and phrases are clearly de-
scribed in the documentation, but if

you don't have a general knowledge
of how football works, even these ex-

planations won't help.

If you're the kind of person who en-

joys John Madden's chalkboard anal-

ysis during NFL telecasts, you'll love
this game. On offense, you have five

groups of plays from which to choose.
The groups are color-coded. The
white group, for example, is the most
straightforward collection. The plays
in the yellow group are the most risky

and are primarily used in long-yard-

age situations. The blue, purple, and
red groups fall in between. In addi-

tion to these five groups, you also
have the green group for special-team
plays (punts, field goals, kickoffs, and
so on).

On defense, you have four groups
to choose from, ranging from straight

defensive sets to stunts, blitzes,

zones, and nickel defenses. As with
offense, the play groups are color-

coded, which helps you search for the

right defense to call as the 30-second
clock winds down.
When you and your opponents (ei-

ther human or computer-controlled)
have made your play selections, the
formations appear on the screen as
X's and O's. Then the action is played
out—once at normal speed, then
again as an instant replay in slow mo-
tion. Normal speed is pretty fast, so
the instant replay gives you a chance
to see who missed a block or an open-
field tackle.

The game's manual says that XOR
spent 10 man-years developing NFL
Challenge. It shows.

If you don't want to make the time
and money commitment that NFL
Challenge demands, XOR offers a
fewer-frills package called Pro Chal-
lenge (CGA/HGC, 320K, $49.95).
While NFL Challenge lets you choose
from all 28 NFL teams, Pro Chal-
lenge provides only two fictitious

teams, the All-Stars and the All-Pros.

The identical teams, however, are
preferable for someone who wants to

match pure coaching skills against
the computer or against another
player. Since the teams are evenly
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This IsTheCourse
ThatJack Built

Hth at Mifir/ii^f^P^^

Tbe offon the most challenging

18 holes ofmajor championship

golf with the legend who hand-

picked each one—Jack Nicklaus.

Jack Nicklaus' Greatest 18 Holes

Of Major Championship Golf"

gives you the famous fairways,

bunkers and greens that have

decided the four major champion-

ships of golf. There's even two

The 12th at St And

The \2th at Augusta

17th at St. Andrews

additional courses designed by

Jack Nicklaus.

Golf in a mixed foursome or

go head-to-head with the "Golden

Bear"—a computerized Jack who
possesses skills patterned directly-

after his own game. Select skins

scoring or stroke play. Contend with

gusting winds, rolling hills and

random pin placement.

It's you against the greatest

golfer of his time. Playing the

greatest 18 holes in the world.

How to order: Visit your favorite

retailer or call 800-245-7744

(In Colorado, call 303-352-6800).

\ f-f-rw \ r\rz

The best in entertainment software.™

Jack Nickajs Grealest 18 Holes Of Maiw Championship Golf ,s a tradema'k

The 18th at PebUe Beach

Circle 60 on Reader Service card.
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SPORTS continued

matched, no one can say, "You had
better players."

You also have fewer offensive and
defensive play groups from which to

choose. On offense you have three
groups condensed from NFL Chal-
lenge, and on defense you have two.
Also, Pro Challenge doesn't provide

an instant replay in slow motion after

the initial play is run. The game plays
the same, and if you're not into elab-

orate play-calling, Pro Challenge
may be all you need. What if you de-

cide you want to upgrade from Pro
Challenge to NFL Challenge? XOR
Corporation generously offers a
trade-in coupon worth $50 toward
the purchase ofNFL Challenge.

The Hottest Action
On the arcade side of the field,

John Elway's Quarterback (CGA/
EGA/MCGA/HGC, 256K, $29.99)
from Melbourne House is an action-

packed realistic football game that
imitates the popular video game of

the same name. To excel at this game
you need a knowledge of the game,
but quick reflexes and nerves of steel

are equally important as you, the
quarterback, sit in the pocket waiting
for your receiver to clear the defense,

while blitzing linebackers close in on
you.

While it's an arcade game, there's

still strategy involved. You must se-

lect your offensive and defensive play

from screen options. On offense, you
can choose from nine plays: sneak,
draw, sweep, screen pass, (play) ac-

tion, lookie (pass), post (pattern),

shotgun, and (long) bomb. On de-

fense, you can set up in the following

formations: goal line, standard run,

stunt, blitz, zone, and prevent.

The various plays are diagrammed
on the screen. You make your selec-

tion by highlighting the appropriate
box. It's important that you examine
the diagrams so you know where
your receivers are headed. You don't

have a lot of time to study the field

once the play starts, so it's helpful to

know that on the lookie pass, for ex-

ample, a running back is positioned

in the right flat as a safety valve.

Another reason to pay close atten-

tion to the diagrams is that the design
of the play may change. For example,
if the ball is marked on the left hash
mark, a sweep will run to the left. But
if the ball is on the right hash mark,
the sweep goes to the right.

Once the play begins, the computer
controls all the players, who will act

according to the offense or defense

you selected. However, you control

the quarterback on offense and the

middle linebacker on defense. So, for

example, you may set up for a long
bomb but decide to scramble when
you see the blitz. Or, if you're on de-

fense, you may set up in a prevent
defense but decide—as the middle
linebacker—to rush the quarterback.
John Elway's Quarterback fea-

tures sound. The announcer/com-
mentator's favorite expressions are

"Prepare for kickoff," "Touch-
down!," and "It's good!" The sound
is fun at first, but you can tire of it

quickly—especially when you're just

learning the game.
The most difficult part of the game

is the passing, which is pretty realis-

tic. At first, it seems as if there isn't

enough time to get a pass off. Rookie
quarterbacks probably have the
same feeling. Football is a fast-mov-

ing game, so you have to expect that

an arcade-style game will have a
learning curve. You'll pick up every-

thing but the passing after a couple
of games. A practice mode that lets

you work on your passing would be a
welcome addition to the game.
GFL Championship Football

(CGA, 256K, $42.95) from Gamestar
is another arcade game that features

impressive sound and graphics. It

also offers an interesting perspective.

You view the action from inside the

helmet. If you're the running back,

you see your blockers' backs and at-

tempt to hit the holes quickly before

they close. If you're the wide receiver

you view the football coming toward
you. While the graphics and sound
are impressive, the game play is not

in the same league as John Elway's
Quarterback.
Super Sunday from The Avalon

Hill Game Company and 3 in 1 Foot-

ball from Lance Haffner Games are

simulations based on actual statisti-

For the best in bridge and other software

GreatGame Products
Great Game Products otters the most complete line ot bridge software you'll

find anywhere, including

—

- Bridge Baron II. Plays bridge with you. $49.95
• Play Bridge With Sheinwold. 91 problems. $29.95
• Play Bridge With Truscott. Improve your play. $29.95
• Money $ Bridge. Win cash and other prizes. $19.95

Also Chess, Cribbage, Hearts, Pinball, Poker, Sports

IBM PC, Apple, Mac, C64, Atari ST

to order or for more information call

1-800-GAMES-4-U
Visa, Mastercard acceptedMM GREAT GAME PRODUCTS W

8804 Chalon Drive i||
•I* Bethesda, MD 20817 wlw

Circle 59 on Reader Service card.

Championship Craps - $34.95
Fun & Realistic, "The best craps program I have
ever seen!", Keith Oswald, tournament player.

Championship Blackjack - $34.95
1-6 players, tournament play, card counting, total
control of all casino rules & conditions. — FUN II

Championship Backgammon - 5 29.95
"Far superior to all other backgammon programs", Paul
Magriel, New York Times backgammon columnist.

Trueline Football - $39.95
Predicts winners, spreads & scores with accuracyl

Request our catalog of strategy & card games and childrens
educational programs or send $5 for 4 disks with 14 demos.

Call: 1-800-621-5640 <wait for tone, then> 727638

or: 1-619-571-0981
»** PCsoftware, 11627 Calamar Ct, San Diego, CA 92124 **»
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ATA SOFTWARE STORE HEARYOV
Now Shipping for: IBM PC and PS/2 and Tandy 1000 ($29.99)

Commodore 64/128 ($29.99)

In Fall '88 for: Apple II series ($29.99)

Apple IIGS ($39.99)

Mm«~)l'RNE

HOUSE

QUARTERBACK™
is a trademark of

the Leland Corp.,

licensed from

Tradewest.

^TRADEWEST

Melbourne House, 711 West 17th Street, Unit G9,

Costa Mesa, CA 92627. Tel. (714) 631-1001

Circle 21 on Reader Service card.



THEGAMES

SUMMER,
r

WINTER
You're in Seoul, Korea sweating

alongside the world's greatest athletes.

Or the Canadian Rockies facing finely-

tuned challengers who've waited a

lifetime for a shot at the gold.

You're geared up. You're set.

You're playing The Games.

SUMMER EDITION:
Eight events that test your power,

skill and guts.

Relive the heart pounding

excitement experienced by the 1988

U.S. Olympic Team.

Sprint down a 110 meter track,

clearing hurdles in a fraction of a

second. Or jam your pole in the plant-

ing box and vault over a cross bar.

Hold a handstand in the Rings

competition, straining every muscle

in your arms. Follow up with a perfect

triple twist in the diving event.

Then try for another medal or

two in Sprint Cycling, HammerThrow,

Uneven Parallel Bars or Archery. It's

your chance to make history.

O



The only
computer

games
to earn an

USA
~ ^^ar ^kn^ licensefrom

_ \^ the 1988 U.S.

^^^^ Olympic Team.

SPRING

5*?

WINTER EDITION:
Set world records without

leaving home.

Race down a snowy slope or

jump off one. Ski a slalom or cross-

country course. Speed skate, figure

skate, cruise the luge at 95 mph.

Then see what the judges think of

your heroic efforts.

To keep your pulse racing

regardless of temperature, The

Games feature exciting sound

effects, dramatic camera angles,

first person views and 3-D imagery.

Plus the traditional pageantry—

colorful flags, opening, closing and
.»"' awards ceremonies— staged in

realistic settings.

Take on the computer or your

friends. (Up to eight can play, each

representing a different country.)

And to make the action even more

heated, play with an EPYX high

performance joystick. t

You'll find that The Games will

keep you in the mountains, in the

water and on the edge of your seat all

year long.

lodore 64/128, Apple II & Compatibles,

Seirftosh, IBM & Compatibles, Amiga.

€> 1988 EPYX, Inc. AUTHORIZED
PURSUANT TO 36 US.C, SECTION 380.

Screens from Commodore and IBM. EPYX
Circle 17 on Reader Service card.
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cal data about the teams on the field.

You have no control over the indi-

vidual players as you do in John
Elway 's Quarterback or GFL Cham-
pionship Football, but it's fun to pit

your favorite team against your sec-

ond-favorite team or your least-favor-

ite team.
In Super Sunday (CGA, 128K,

$35) you choose from the 20 great

Super Bowl teams from 10 great Su-
per Bowl battles. The teams you can
pick from include the 1966 Packers
and Chiefs; the '68 Colts and Jets; the
'70 Cowboys and Colts; the '73 Vi-

kings and Dolphins; the '78 Cowboys
and Steelers; the '80 Eagles and Raid-

ers; the '81 Bengals and 49ers; the
'82 Redskins and Dolphins; the '83

Redskins and Raiders; and the '84

49ers and Dolphins. You can either

recreate the Super Bowl and see if

your results match what really hap-
pened on the field, or you can see how
great teams would have fared against
one another. For example, you can
see how the '84 49ers would have
done against the '73 Dolphins, or how
the '68 Jets would have performed
against the '78 Steelers.

You can play the game in one of

three modes: two humans as
coaches, one human coach and one
computer coach, or you can have the
computer coach both teams while
you just sit back and watch. For the
most scientific results, the last way is

probably the most accurate, but it's

more fun to play the game yourself.

The action moves along pretty
quickly. You simply select your
play—sweep, short pass, whatever.
Then you choose a formation and the

runner if it's a run, and the quarter-

back and receiver if it's a pass. You
then go to a graphics screen where
the action is played out. The graph-
ics, unfortunately, are mediocre at

best.

Lance Haffner's 3 in 1 Football
(256K, $39.99) is similar but without
the graphics. It does, however, have
hundreds of teams from which to

choose. You can pick from the cur-

rent NFL teams, great NFL teams of

the past, current college teams, and
great college teams of the past. It's

fun to match up great current teams
against great old teams, or to match
up colleges that aren't likely to play
one another. For example, you can pit

Youngstown State against Notre
Dame.
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Pure-Stat College Basketball

The game moves along quickly. On
offense, you pick from 12 plays, not
including punt, field goal, and scout-

ing report. And on defense you
choose from six standard formations.
The strength of 3 in 1 Football is the
huge number of teams you can play
with, but the weakness is that the
games lack depth.

Running and Gunning
Like NFL Challenge, Basketball

Challenge (CGA/HGC, 320K, $39.95)
from XOR Corporation is far and
away the best strategy basketball
game tested. XOR could improve the
game, however, by providing real

teams instead of fictitious ones. Once
you select your team, you can view
your strengths and weaknesses. For
example, your strength may be your
guards and small forwards, and your
weakness could be your centers and
depth. You also see who your top of-

fensive and defensive stars are; the

game even tells you who your top
three-point shooters are.

The key aspect of Basketball Chal-
lenge is the strategy. During the
course of a game you have several of-

fensive and defensive options. On of-

fense, you can call a shot (layup,

short jumper, long jumper, set shot),

call a play (to produce an open shot),

change your offensive set, change the

offensive tempo (very slow, slow, nor-

mal, fast, very fast), or even call a
time-out. Calling a time-out gives you
the chance to set up a play, break mo-
mentum, rest players, make substi-

tutions, or stop the clock.

You can also "yell at your players,"

as the program calls it. This is an in-

teresting feature. While the ball is in

play, you can call a shot or set up a
play. But, as in real basketball, play-

ers sometimes can't or don't carry
out the coach's instructions. Tight
defense could stifle the play, you
could commit a turnover, a player
may become so open that he shoots
on his own, or the play could be run
as you instructed.

On defense you can change from
man-to-man to zone or full-court
press while the game's in progress.

The game is realistic in the sense that

it's easiest to set up a play during a

time-out.

The graphics are clear and easy to

follow, but XOR could have gone a
step further with them. Players are

represented by numbers that corre-

spond to their positions: number 1 is

your point guard, 2 your big guard, 3
your small forward, and so on.

While it's easy to follow the move-
ment of the play, you can't tell from
the graphics when a pass is made or

a shot attempted. The best way to fol-

low the game is to keep an eye on the

graphics but also watch the play-by-

play broadcast of the game that
scrolls by on the screen. The com-
mentator informs you every time the
ball is passed or shot. The commen-
tator also lets you know when a foul

or turnover is committed. And when
one of your players is getting tired, a
message tells you which player is sig-

naling the bench that he wants to

come out.

Pure-Stat College Basketball
(CGA/HGC, 256K, $39.95) from
Software Simulations and NBA
(CGA, 128K, $39.95) from Avalon
Hill allow you to match 20 great col-

lege teams and 20 great National Bas-

ketball Association teams, respec-

tively. While the games are sold by
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different companies, they are exactly

the same, except for the teams. You
can have the computer coach both
teams, you can coach one and the

computer the other, or you and a
friend can compete.
Each time you gain possession of

the ball, you indicate who is your
point guard and whether you want to

pass, shoot, or kill the clock. If you
choose to pass, you must indicate
which player will pass and to whom;
then you decide whether that player
will pass or shoot. When you select a
shot, you then indicate whether you
want to take an outside, an inside, or

a three-point shot. And finally you
must tell the computer what to do if

the shot misses: take it back out, put
it back up, rebound aggressively, or

guard against the fast break.

On defense, you indicate whether
you want to guard against an outside

or an inside shot, try to steal or block
the shot, play for a fast break on re-

bound, or double-team a player. If

you double-team someone, you tell

the computer who to double-team

and then go back and indicate your
defense.

It sounds complicated, but you can
run through the screen choices
quickly. When the play is called, the

graphics screen appears and the ac-

tion is displayed. The graphics aren't

terribly sophisticated, but they're

better than no graphics at all.

Lance Haffner's Final Four College
Basketball (256K, $39.99) and Bas-
ketball: The Pro Game (256K,
$39.99) are text-only simulations,
but they also differ from the games
mentioned above in the sheer num-
ber of teams you can play. While NBA
and Pure-Stat College Basketball of-

fer 20 teams, the Lance Haffner
games offer hundreds of teams from
which to choose. It's fun to have so

many matchup possibilities, but the

game sacrifices depth in return.

Do you recall those high school bas-

ketball glory days? Like the time you
sunk the winning shot to beat your
crosstown rival and capture the
league title? You don't? Well, don't

worry. You're not alone.

When most of us think of basket-

ball, we don't recall glory days. In-

stead, we remember playing in the

driveway, on the street, or in a park-

ing lot. Any flat surface with a place

for a hoop was transformed into Bos-

ton Garden. Epyx's Street Sports
Basketball (CGA/HGC, 256K,
$19.95) attempts to capture those
fond memories. You have four
choices of playing locations: the
school playground, a back alley, a
suburban street, and a parking lot.

Each court has inherent liabilities.

For example, if you're playing in the

alley, watch out for that oil slick.

The game is your basic three-on-

three pickup game. The local gang
assembles on the curb and you pick

your teams. There are ten players

from which to choose, each with his

or her (this is co-ed ball) strengths

and weaknesses.
Street Sports is a great concept. In

fact, Epyx also offers Street Sports

baseball and soccer, with other sports

to follow. The bad news is that the

concept behind Street Sports Bos-

ON ONE
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ketball is better than the game itself.

This game won't appeal to everyone.
If you're serious about your com-
puter sports, Street Sports Basket-
ball isn't for you. However, if there's

still a little kid in you, you should
take a look at it.

He Shoots . . . Score;
Hockey is one of the fastest-moving

games in the world. To someone who
isn't a hockey fan, the game can look
like chaos on ice. Unfortunately, the
offerings in the computer hockey cat-

egory look like chaos on screen. Don't
be too quick to blame the developers.

Hockey is probably the most difficult

sport to bring to the computer. The
speed at which players skate, pass,

and shoot makes it difficult to control

the action.

Mindscape's Superstar Ice
Hockey (CGA/EGA, 256K, $39.95) is

probably the best hockey game avail-

able. It features good graphics, some
strategy, and a four-division league
so you can set up a season. You can
also trade players from team to team

and set up your own lines, letting you
put different combinations of players

on the ice. You can play Superstar
Ice Hockey using the keyboard to

control the action. However, if you
want to get the most out of the game,
you should invest in a joystick.

International Hockey (CGA/EGA,
512K, $19.95) from Artworx is simi-

lar to Superstar Ice Hockey. It

doesn't have as many features to

dress up the game, though. The only
noticeable difference is that the other
team seems to score almost at will. In

Superstar Ice Hockey the computer
seems to help you by controlling
some of your players, while you con-
trol the center. In International
Hockey you control the player closest

to the puck. Other players will go
after the puck if it's near them. When
one reaches it, you gain control of

that player. And if you pass the puck
to another player, you gain control of

the player who receives the pass. As
before, you should have a joystick to

get the most enjoyment from the
game.

International Hockey also offers a
one-on-one game, which lets you go
head to head with the opposing
goalie; the other team then goes one-

on-one with your goalie. It's nothing
fancy, but it's a nice addition.

That's It, Sports Fans
Computer software and sports are

a natural combination, whether you
prefer the sound and graphics of ac-

tion games or the coaching skills and
instincts necessary to win a strategy

game. Remember that this article is

only a sampling of what's available.

New games are coming on the mar-
ket every month. In addition to read-

ing PCGames, ask your friends and
coworkers what games they like. If

possible, try to see the products dem-
onstrated at your computer store be-

fore you commit your dollars.

—Dan Muse

Dan Muse is the editor in chief of
inCider magazine. He has been playing
and writing about computer games
since 1 983.
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he pilot's hands drift effortlessly

jj over the controls. The glow from
the Instrument panel reflects In

the visor of his helmet. Coming in for

the final approach, he lowers the land-

ing gear and adjusts the flaps. A warn-
ing light on the instrument panel
begins to flash red. He is coming in

much too fast. In a split second he
must decide to break off the approach
or continue, knowing he may end up
skidding to a fiery crash landing.

He's lucky this time. If he makes a
mistake, it's only a simulation, albeit

a very realistic one. The Air Force has
long been using ultra-sophisticated

(and ultra-expensive) simulators like

this to show its prospective pilots

what the real thing is going to look
and feel like. The premise is that
making a mistake in the simulator is

far less costly than making the same
mistake in an F- 1 5 traveling at Mach
1 at 10,000 feet.

For you and I, who will probably
never get the chance to "fly" one of

those state-of-the-art simulators
much less really get behind the con-

trols of an F-15, there is still hope.
With your own computer you can
simulate experiences such as piloting

a jet fighter or helicopter, controlling

a submarine, or even driving a top-of-

the-line sports car.

Just about any type of vehicle can
be simulated, or so it seems. There
are even simulations of planes that

may not even exist yet, like Micro-

Prose's F-19 Stealth Fighter (CGA/
EGA/MCGA/VGA/HGC, 128K, $69.95),

which simulates the Air Force's top-

secret weapon.
Simulations let you take the con-

trols of vehicles that are too expen-
sive and too dangerous to handle in

real life, and have a blast doing it.

Think about it—those Air Force ca-

dets logging their first hours on the

flight simulator must be having the

time of their lives.

Cleared for Takeoff
Flight simulators are by far the

most prominent of the simulation
genre, and Microsoft Flight Simu-
lator (CGA/EGA/VGA/HGC, 256K,
$49.95) is probably the oldest and
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most popular of these. In Flight Sim-
ulator, you take the "yoke" (the pi-

lot's steering wheel) of a small private

plane and fly out over the country.

From your simulated cockpit you see

the instrument panel and the view
out your windshield just as you
would if you were actually flying.

Like a real pilot, you have to monitor
your gauges—airspeed, altitude, and
fuel—as you fly.

There is also a series of supplemen-
tary scenery disks that go along with
Flight Simulator, so you can choose
where you'd like to fly—Florida, the

Great Lakes, or Washington D.C., for

example. File your flight plan and
pop in a scenery disk, and you're
flying over national monuments and
natural landmarks. Just don't forget

where the airport is.

If you want to crank up the speed
and strap on a jet fighter, you have a
few choices. At the head of this

squadron are F-15 Strike Eagle from
MicroProse and Falcon from Spec-
trum HoloByte. F-15 Strike Eagle
(CGA/EGA, 128K, $34.95) simulates

seven different missions against tar-

gets in Libya, Syria, Iraq, Hanoi, and
the Persian Gulf. The realism of the

flight controls, weapons, and defense

systems adds to the stirring authen-
ticity of the mission scenarios.

You've got to devote absolute con-

centration to everything you're
doing—flying the plane, tracking tar-

gets, firing missiles, evading incom-
ing missiles, everything— or else!

You'll find yourself leaning to the left

and right as you bank your plane and
gripping the joystick so hard your
knuckles turn white.

Falcon (CGA/EGA/HGC, 256K,
$49.95) is also a high-octane fighter

simulation. It features an incredibly

detailed cockpit, including an incom-
ing threat warning system, G-force

indicator, angle-of-attack indicator,

and status lights for all your aircraft

and weapons systems—all displayed

on the screen before you. Now, all this

simulation takes some getting used
to. You can't expect to be a fighter ace
on your first flight, but if you devote

some time and patience, it will be
worth it.

Falcon sends you out on twelve
missions, from a training mission in

which you seek out and destroy a sin-

gle ground target, to encounters with
enemy MiG fighter planes and sur-
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face-to-air missiles during complex
bombing raids. If you complete your
mission, you're rewarded with a
medal indicative ofyour performance
and the difficulty of the mission.

Both Falcon and F-15 Strike Eagle
will give you a good taste of what it's

like to actually fly a jet fighter into

combat. The instrument panels and
heads-up displays are faithful repro-

ductions of actual fighter planes,
even though the displays of targets

and landmarks are only portrayed in

line graphics (presumably in the in-

terest of speed).

Jet (CGA/EGA/HGC, 256K,
$49.95) from subLogic is a bit less so-

phisticated than the previous two
simulations but no less fun. There
are fewer controls to master, so you
can be up and flying in less time. You
can fly a ground-based or carrier-

based fighter carrying a salvo of
"smart" bombs and air-to-air mis-
siles. You'll engage enemy ground
targets and missile-equipped cruis-

ers, and get into dogfights with en-

emy fighters. You know you've
earned your wings as a "flight simu-
lator fighter pilot" if you can land
your jet on the deck of the aircraft

carrier.

If you're into historical rather than
modern-day simulations. Ace of Aces
(CGA/EGA/HGC, 256K, $14.95) from
Accolade brings you on bombing raids

over Nazi Germany during World War
II. As the pilot of an RAF Mosquito
bomber, you'll get into dogfights with
German fighters while you bomb
ground targets and U-boats. You play
the pilot, co-pilot, bombardier, and gun-
ner all at once, shifting your view from
forward, to either side, or out through
the bomb bay.

The displays of the aircraft controls

and the view out the window (or

through the bomb bay doors) are de-

lightfully realistic. Hordes of Mes-
behind the clouds with guns blazing
as they try their best to keep you from
completing your bombing mission.
When you find your bombing target,

you can watch your load ofbombs fall

through the bomb bay doors and find

their mark.
If you prefer, you can simulate

flying without simulating shooting
things down. Most notable in this cat-

egory is Chuck Yeager's Advanced
Flight Trainer (CGA/EGA/HGC,
256K, $39.95) from Electronic Arts.

Advanced Flight Trainer gives you a
choice of eleven actual aircraft and
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F-15 Strike Eagle

Gunship

three experimental aircraft. You can
fly something as tame as a Cessna
172 Skyhawk or as monstrous as the

Mach-speed Lockheed SR-71 or
Douglas X-3 Stiletto. Yeager starts

you off in the cockpit of your chosen
craft in the hangar, lined up for final

approach (to practice landings),
3,000 feet up, or 10,000 feet up. You
can just take a plane up for a spin,

fly through a slalom course, or fly in

formation.

Because you're not worrying about
blasting things out of the sky, Ad-
vanced Flight Trainer concentrates
on simulating the flight characteris-

tics of the aircraft you're flying. You
could log a lot of flight time without
getting bored with this one. One final

note: Although most flight simula-
tors indicate that a joystick is op-
tional, flying a flight simulator with-

out one is about as much fun (and
about as easy) as playing basketball
with a brick.

Choppers
In real life, a helicopter is a much

more complicated craft to fly than a
fixed-wing aircraft. Helicopter simu-
lations are no different. Tomahawk
(CGA/HGC, 512K, $39.95) from Da-
tasoft simulates the U.S. Army's AH-
64A Apache attack helicopter. This
simulation bristles with all the high-

tech weaponry and instrumentation
you could imagine. There are abun-
dant elements of realism as well—
night missions, crosswinds, turbu-
lence, and low cloud cover.

You slowly crank up the "collec-

tive" to lift your Apache off the
ground, then cruise off to look for tar-

gets. Like the real thing, you proba-
bly won't even see your target before

you're alerted to its presence by your
onboard defense systems. You'll see

it on a small screen and be able to

identify it as friendly or hostile. You
know what to do then.

Like Tomahawk, Gunship (CGA/
EGA/HGC, 256K, $49.95) from
MicroProse also simulates the
Apache attack helicopter. The two
are similar but different enough to

both warrant interest. Gunship sim-
ulates more of the combat and mis-

sion style of helicopter warfare,
though it also simulates the hair-rais-

ing experience of helicopter flight.

In Gunship, you scroll through a
series ofenemy identification screens
before taking to the air. This is im-
portant in the age of long-distance en-

counters. Telling the good guys from
the bad guys isn't always as easy as
you may think. You can also look at

a pilot roster and pick reality levels

and regions of duty (Southeast Asia,

Central America, the Middle East,
and Western Europe). You also select

a style of flying. Regular missions are

the easiest, followed by volunteer
missions and volunteer missions for

hazardous duty. With increasingly
difficult levels and areas of patrol,

you face tougher missions and better

opponents.
These helicopter simulations look

similar to the fighter plane simula-
tions, with detailed instrument
panels and all; they just operate like

helicopters. Although modern attack
helicopters can go every bit as fast as
some planes, the flight controls react

differently to simulate the effects of

helicopter flight. For example, nosing
forward won't necessarily send you
into a dive, but it will most certainly

increase your speed over the ground.
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The High Seas
Perhaps taking the helm of a ship is

more like what you had in mind for a
simulation. Destroyer (CGA, 256K,
$39.95) from Epyx puts you on the
bridge of a Fletcher-class World War
II destroyer, just like the ones in those
old black-and-white war movies.
Your command of Destroyer can be

lots of hands-on firing, tactical strate-

gizing, or as much of either as you
wish. There are thirteen stations on
your destroyer—bridge, observation
deck, navigation room, damage con-

trol, sonar, radar, port and starboard
anti-aircraft guns and torpedoes, for-

ward and aft guns, and depth charges.

You can run around your ship like a
madman staving off dive-bombing Ze-

ros, enemy ships, and subs. But if

you're in a situation that demands all

that, it would be a better idea to put
some stations on automatic.
The missions require working the

various systems of your ship. Sub-
hunter will have you monitoring the
sonar and navigation for hunting
down, and the depth charges for si-

lencing, your target. Screen has you
sitting at the port and starboard anti-

aircraft guns to shoot down incoming
Zeros after tracking their approach
on radar. Convoy Escort taxes all

your resources. Following each mis-
sion you receive a congratulatory
message from COMDESPAC (Com-
mander of Destroyers, Pacific Fleet)

or a notice of failure and a "score
sheet."

PHM Pegasus (CGA/EGA/HGC,
256K, $44.95) from Lucasfilm
Games has you skimming over the
waves in a modern-day hydrofoil.
The missions take you to all the cur-

rent hot spots—the Persian Gulf, the

Mediterranean, and the Caribbean.
Your state-of-the-art hydrofoil is

armed to the teeth with a 50mm can-

non, Gabriel, Exocet, or Harpoon
missiles, and radar-deflecting chaff
for confusing incoming missiles.
There is also a mission that pits past

against the present, as Pegasus goes
through a time warp and you have to

use your superior weaponry to sink
the mighty German battleship Bis-

marck.
PHM Pegasus is a fast-moving sim-

ulation of a fast-moving craft. You see
your enemies on your radar screen
long before they can cause too much
trouble, but some of those boats can
launch long-range missiles just as
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easily as you can. If your missile-lock

indicator flashes on, you had better

pay attention to incoming blips and
be ready with that chaff gun.
For a more peaceful excursion, try

the Dolphin Sailing Simulator
(CGA/EGA/HGC, 512K, $44.95) from
Dolphin Marine Systems. You select

your style of sailboat (a 42-foot ketch,

a 29-foot sloop, a 19-foot catamaran,
or a 14-foot catboat), set your sails

and course allowing for wind direc-

tion and speed, and cast off. Like Mi-

crosoft Flight Simulator, the Dolphin
Sailing Simulator has additional
Voyage scenery disks that recreate

sailing in Chesapeake Bay, San Fran-
cisco, New England, Florida, Lake
Michigan around Chicago, the Long
Island/Statue of Liberty area, South-
em California, and Vancouver ($24.95
each).

Silent Running
Few things could be more nerve-

racking than command of a subma-

rine. Not surprisingly, there are sev-

eral simulations that take you
beneath the waves in a submarine on
patrol during World War II.

Silent Service (CGA/EGA, 128K,
$34.95) from MicroProse is the star of

the submarine simulation fleet. You
can play out various historically ac-

curate encounters with Japanese
convoys or complete an entire war
patrol selected from a specific period
of the war (to better simulate factors

that changed over the course of the

war).

Silent Service incorporates several

"reality "levels" that simulate the
problems sub captains really faced in

the Pacific—convoy zig-zags, repairs

that could only be completed at port,

limited visibility, dud torpedoes (de-

fective Mark 14 torpedoes were a very
serious problem early in the war),

and improved search techniques of

Japanese destroyers.
The most impressive part of Silent

Service is the operation of the sub in

combat—tracking a target convoy,
firing torpedoes and deck guns, div-

ing, and evading sonar. The realism
is gripping. Through your periscope,

you can watch your torpedo find its

mark and see your target erupt in

flames and sink beneath the waves.
You'd better clear the area after that,

though, because destroyer escorts
will be after you in no time. You can
hear the enemy sonar pinging
through the hull of your submarine
when it makes contact with you. And
when you hear the subsequent
splash of depth charges being
dropped, it's time for some serious
evasive maneuvers.
Sub Battle Simulator (CGA/EGA/

HGC, 256K, $39.95) from Epyx is

also notable for its historical accu-
racy and realism. It offers many sim-

ilar submarine controls, but it is

larger in its historical scope. You can
choose to be an American submarine
commander in the Pacific or a Ger-

man Kreigsmarine U-boat com-
mander in the Atlantic. You can go
out on individual war patrols or try to

last the entire war.

One nice feature ofSub Battle Sim-
ulator is the ability to transfer torpe-

does from stern to bow and vice
versa. This was frequently necessary,

as most attacks were made with the
forward torpedo tubes, and as in real

life, it takes time to lug a 3000-pound
torpedo the length of a submarine.
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VEHICLES continued

Another neat addition (although not
necessarily a realistic one) is a side-

view screen, so you can watch your
sub diving and surfacing. You can
also see any surface ships, and if

they're attacking you, you can watch
the depth charges they've dropped
slowly sink and detonate.

Sub Battle Simulator also throws

a wider range of enemy craft at you—
different size warships and convoy
ships, dive bombers, and seaplanes.

For each adversary you have an ap-

propriate weapon—torpedoes (of

course), your 5-inch deck gun, and
anti-aircraft guns. The variety of ene-

mies you encounter is a definite plus

for Sub Battle Simulator.

The Epyx 500XJ™ is no

ordinary joystick.

It's a lethal weapon.

The 500XJ scores way
higher, faster and easier

than any other joystick

ever made. Which isn't

too surprising, consider-

ing what cool stuff it has.

Like a grip that fits in the

palm of your hand for

radical control. Super fast

trigger finger firing for

deadly timing. Quick-

thrust stick movement for

doing it to 'em. And a

great warranty you'll

probably never need.

With a joystick that scores

this high, this easy, there

ought to be a law. Aren't

you glad there isn't?

The 500XJ.
Guaranteed to

blow 'em away.

Spectrum HoloByte's Gato (CGA,
128K, $14.95) and ActionSoft's Up
Periscope! (CGA/EGA/HGC, 256K,
$29.95) don't score as high for
graphic realism but are right with the
fleet as far as submarine control, op-

erating features, and historical accu-
racy. Up Periscope! even includes a
shakedown cruise out of the sub base
in New London, Connecticut.
One nice realistic feature of Gato is

the ability to refuel, repair damage,
and resupply your arsenal of torpe-

does and deck gun ammo by visiting a
sub tender. Other than that, you sim-

ply start off in the middle of the Pacific

with a chart of your patrol area and a
mission to complete. I prefer the ex-

tended war patrol routes of Silent Ser-

vice and Sub Battle Simulator.
All the submarine simulations in-

clude extensive documentation on pi-

loting your boat, plus notes on
submarine strategy and descriptions

of actual historical encounters. Take
the time to familiarize yourself with
what is involved in submarine war-
fare, and you'll have a more rewarding
experience. Up Periscope! comes with
a terrific booklet titled "Submarine
Action in the Pacific" that provides an
excellent background for taking com-
mand ofyour own submarine.

Gentlemen,
Start Your Engines
Who could pass up the chance to

go screaming down the highway in

an outrageously fast and wildly ex-

pensive sports car? That's what Ac-
colade's Test Drive (CGA/EGA/HGC,
256K, $39.95) lets you do. You can
pick one of five rocket sleds—the Fer-

rari Testarossa, Lotus Turbo Esprit,

Porsche 911 Turbo, Lamborghini
Countach, or a Chevrolet Corvette-
hop in the driver's seat, and take off

down the Pacific Coast Highway.
Test Drive has all the risks inherent

in a 150-mile-per-hour Sunday drive,

not the least of which are radar traps.

If you're really flying, you may be
able to outrun the police when your
radar detector goes off, but if not,

you've got to pull over and suffer the

consequences.
Pay attention to the highway signs

also. If you go into a sharp curve too

fast, you're going to hurl yourself
over a cliff or slam into a mountain.
Naturally, there is other traffic on the

highway in both your lane and the

oncoming lane. Rear-ending an 18-
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Feeling mean, video warrior?

Then join Street Fighters Ryu

and Ken and take on ten of

the roughest martial arts

fighters around the world.

The action is fast, and the

graphics are great as you

jump, flip, and stoop to avoid

the enemy blows. Then go on

an offensive assault as you

kick and punch (and, if you're

really bad, throw ninja

fireballs) on your way to

victory.

Ready for more? Then leap

into an action-packed battle

as the Bionic Commando.
You're our last hope against

an entire army of invading

forces. Use your incredibly

powerful, extending bionic

arm and all the rapid-fire,

armor piercing weapons

available to blast your way

through the enemy's defenses.

Only the fastest, grittiest

video warriors will get

out alive.

So get tough, get mean,

and get into the action as the

Street Fighter and the Bionic

Commando. Because in these

games, nice guys finish last!

1283-C Old Mountain View/Alviso Rd.

Sunnyvale, CA 94089

(408) 745-7081

Available for

Commodore,

IBM, Atari ST

and Amiga

computer

systems!
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VEHICLES continued

wheeler will end your trip in short

order.

When you reach the gas stations

scattered along the way, Test Drive
gives you a score and a comment on
your driving that could be anything
from "What's the matter, couldn't
find third?" to "Pass any low-flying

planes?" It's probably a good idea to

avoid driving your own car after play-

ing Test Drive, especially if you've
taken the Lamborghini out for a spin.

It could be a depressing experience.

If two wheels are more your style,

hop on a racing bike in Broderbund's
Superbike Challenge (CGA, 256K,
$19.95) and take on 12 of the world's

most notable Grand Prix race tracks.

You can control your superbike with
the keyboard or joystick, and race by
yourself or against someone else.

Start the game, take a practice lap

around your chosen course, and then
it's race time!

To successfully make it around one
of these Grand Prix courses, you've
got to accelerate, upshift, downshift,
decelerate, set up for and really lean
into those turns. Some of the courses
are exceptionally challenging, while
others have longer straightaways
and fewer sharp corners. You can ride

on one of the selected tracks or com-
pete in the entire Grand Prix, racing
on all 12 tracks.

I challenge you to play Superbike
Challenge sitting straight up, not
leaning into your turns in an unnec-
essary effort to control your simu-
lated racer. If you can, you have more
self-control than I do.

The Final Frontier
Arcticfox (CGA/EGA/VGA , 512K,

$29.95) from Electronic Arts simu-
lates a space-age battle tank sent to

the South Pole to do battle with
hordes of invading aliens. This game
is similar to a flight simulation, ex-

cept you're cruising over the ground
instead of the air. Arcticfox's control

panel includes the usual array of in-

struments—radar, speed, fuel, and
the status of your tank's lasers, can-
nons, and mines (which you'll need
to fend off all the different kinds of

aliens that will be visiting your tank).

Arcticfox is enjoyable and unique,
but there is definitely room in the
world of simulations for some good,
historically accurate simulations of

World War II and modern tanks.
Deep Space: Operation Coperni-
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cus (CGA/EGA, 256K, $34.95) from
Sir-Tech puts the fate of the free uni-

verse in your hands. You are sent on
one of four missions—collecting ura-

nium from mining outposts, escort-

ing an Orion envoy ship out of hostile

territory, eliminating deadly virus or-

ganisms, and defending your Hercu-
lis base from an invasion.

From your SF181 Katana fighter,

you have forward, left, and right
screen views, or you can look at a
map of your quadrant to see where
you and your objectives are. You're
armed with laser cannons and ion-

thrust torpedoes. The consoles on
your spacecraft monitor your weap-
ons, fuel, speed, shields, and dam-
age. There is also a radar screen to

help you find the bad guys. Deep
Space gives you a nice three-dimen-
sional display as you pass planets
and encounter hostile fighters.

The spacecraft simulations are
similar to the jet fighter simulations,

except you're flying through space

firing lasers and photon torpedoes.
Otherwise, they operate in basically

the same manner. Your choice of

whether to simulate current events
in an F-15 or alien invasions in a dis-

tant galaxy in the distant future is

simply a matter of personal taste.

They're all a great challenge and a lot

of fun.

Pushing the Envelope
All the simulations of space combat

against alien invasions are imagined,
but some simulations of space flight

are based on reality, like Spectrum
HoloByte's space shuttle simulation
Orbiter (CGA, 256K, $49.95). This is

an extremely complex simulation,
much more so than a regular flight

simulation or one of the other space-

craft simulations. I recall seeing a pho-

tograph of a space shuttle astronaut
standing next to all the textbooks and
manuals that were his required read-

ing, and the stack was nearly as tall as

he was, so it's no wonder Orbiter is a
complicated simulation.

Orbiter takes you through all the
phases of space shuttle flight—count-

down, launch, ejecting the booster
rockets, orbiting and maneuvering,
launching a satellite, reentry, and
landing. You have simulated onboard
computers at your disposal that will

take care of some of the work, but
there are still numerous commands
involved in your mission. You could
really get involved in this simulation,

even though its learning curve is fairly

steep. A nice touch on the first page of

the extensive documentation is a ded-

ication to the seven crew members of

the space shuttle Challenger.

The Real Thing (Almost)
So the choice is yours—pick a sim-

ulation and take it out for a test dive,

test drive, or test flight. Whether
you've always secretly yearned to be
a submarine captain, a motorcycle
racer, or a fighter pilot, there is sure

to be a simulation to fit your mood.
Simulation software has come far

enough that it's all pretty close to the

real thing.

—Lafe Low

Lafe Low is the review editorfor
inCider magazine and a regular

contributor to inCider's "Games Editors

Play" section. He spends much of his

free time with flying, diving, and
driving simulations.



The creators of Microsoft Flight Simulator Version 3.0

take submarine simulation to new depths of FUN!

See your dealer, or contact ActionSoft for more information.

Up Periscope! is available on disk for the IBM/Tandy/

compatibles and Commodore 64/1 28 computers. For direct

orders please indicate which computer version you want,

enclose $29.95 plus $2.50 for shipping and handling, and

specify UPS or first class mail delivery. Visa, MasterCard,

and American Express charges accepted.

ActionSoft

201 West Springfield Avenue

Suite 71

1

Champaign, IL 61820

(217) 398-8388

Also!

ThunderChopper, available for the

Commodore 64/128 and Apple II

computers. Coming soon, a great

new IBM version!
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antasy or role-playing games
derive from the popular game
Dungeons and Dragons in-

vented by Gary Gygax back in the

seventies. In D & D you assumed the

role of a character with various skills,

abilities, weapons, monies, and other
stuff. You went into an imaginary
world, slashing and hacking your
way through encounters with various
monsters, and ifyou survived you got

stronger and stronger. When you got

strong enough you could take your-
self into even tougher imaginary
worlds, fight tougher monsters, and
so on. Game play was controlled by
a person called the Dungeon Mas-
ter (usually someone with sadistic

tendencies).

While some of the rules and set-

tings were rigidly defined, you were
generally free to wander about cast-

ing spells, surviving attacks, and
finding treasures, weapons, armor,
magic elixirs, and all sorts of goodies.

The trouble with D & D was that
you needed at least two people to

play. If the Dungeon Master wasn't a
good storyteller, didn't have much
imagination, or hadn't spent hours
and hours creating a world with all

sorts of goodies, the game dragged.
And sooner or later the Dungeon
Master would want to play a game
too, which could be a problem.

It looked pretty dismal for our in-

trepid heroes until. ..ta da! Along
came personal computers to the res-

cue. Software developers had imagi-

nation, they could tell stories, and the
computer was a tireless playmate
who didn't mind being Dungeon Mas-
ter all the time.

Bigger Than a Blue Dragon
What makes a role-playing game

different from other computer
games? On the surface there are a
number of similarities. Most RPGs
have a medieval/fantasy setting, like

a Tolkienesque Middle-earth gone to

seed, although some RPGs are set in

outer space, the Far East, and other
exotic settings. In all of them you are
given some task, usually involving
the tracking down and killing ofsome
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supreme bad guy so that the blighted

land can once again be free from evil.

To accomplish this you "become" a
character or a collection of different

characters and then sally forth.

In the original D & D game you cre-

ated characters by rolling dice for

each attribute (speed, strength, stam-
ina, karma, race, money, and so on).

The computer does all this for you in

most games, but in a few you are
given extra points to spread about as
you wish. If you want to be a wizard
then you would need more intelli-

gence points; if you want a good
fighter then strength and agility are

more important. As in real life, there
is never enough to go around so there

are compromises to be made. Usually
you start out with very few skills, lit-

tle money, and not much in the way
of armor or weaponry.
The best way to improve your odds

of survival is to beat up weaker crea-

tures and steal their stuff. Money,
weapons, clothing, armor, even
magic items are usually found in the
possession of other beings. In some of

the games you can even try to steal

things from merchants when they
aren't looking. If the creature you just

mugged isn't carrying anything you

want to keep for yourself, you can
usually take anything that isn't part

of its anatomy and sell it to one of the

merchants back in town. Gather
enough gold and you can buy that

custom zirconium-encrusted broad-
sword with matching greaves you've
had your eye on.

The other method for ensuring sur-

vival is to improve your skills. If your
opponent rates a 197 in battle-ax
wielding, a 235 in psychic defense
maneuvers, and is wearing a magic
suit of armor that would stop a how-
itzer shell, while you rate a whopping
4 skill points in pocket-knife whit-
tling, barely enough psychic points

to give yourself a headache, and have
trouble buttoning your leatherjerkin,

then you can guess the outcome of

this encounter. Improving strength,

skill, talent, or whatever your char-

acter might need is one of the most
important and involving aspects of

RPGs, and it is the element that sets

them apart from other computer
games. A sidelight to this is that as
your characters get better and more
skillful, you get more attached to
them.
Remember to keep your character

disks in a safe place. When the sequel



You can hear footsteps running

on steel. Shouts in a strange

language. Echoes.

Where are theyyou

wonder. What is this

Battle Station?

Casey clicks off the

safety on her Hyper-

Uzi. It thrums to life.

Tension.

You flip down

your helmet. The

world goes suddenly

quiet. Your temples scream

The radar in your helmet

flashes with color. "Here

they come..."

To Order: VISIT YOUR RETAILER, or call

800-245-4525 from US or Canada, 8am-5pm
PST forVISA/MC orders, or mail check (US$) or

VISA/MC #, cardholder name, and exp. date to:

Electronic Arts Direct Sales, P.O. Box 7530, San

Mateo, CA 94403. Tandy/IBM versions: $49.95

for S/i"; $54.95 for 5Ci" & Sff dual-pack. Add $3

for shipping/handling. CA residents add 6.5%

sales tax. Allow 1-3 weeks for delivery. Thanks.

Sentinel Worlds I:

Future Magic

Science Fiction Mystery

Role Playing Game

Designed by Karl Boiter

ELECTRONIC ARTS 8
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FANTASY continued

HINTS, TIPS, AND OUTRIGHT CHEATING

t Read the manual, take notes, think

about it, then read it again. There are

treasures hidden in those pages that

could save your characters' fives.

t Heed the advice of the manual

when it comes to putting together a

team; playing with a variety of char-

acter types is more fun.

t Spend a lot of time creating your

characters. Make a list of desirable at-

tributes. Don't be afraid to reject a

dozen or more characters until you get

the attributes you are looking for.

t In the beginning characters get

killed a lot. Just create a new one and

save your money for a character more

developed.

t New characters should stick close

to the inn or town or whatever "safe"

house there is until they have some
equipment, weapons, and experience.

t Make lists of everything—charac-

ters, attributes, weapons, armor,

spells, skills, items of interest, and so

on. In town, list the prices of every-

thing. Out in the wild, list the monsters

you meet, how you beat them (or what

you tried that didn't work), where they

hang out, etc., for future reference.

t Make maps of everything—towns,

buildings, streets, and especially

dungeons. Write down every word that

anyone speaks, any signs you read,

scrolls you pick up, etc. They might

help later.

t Don't worry about running away
from fights in the beginning. At the

same time don't feel guilty about pick-

ing exclusively on pickpockets, thugs,

and other low-lifes when you're just

getting started.

t When getting started, take every-

thing that isn't nailed down (and it's

even worth trying to take those things

too). Later, when you know what is val-

uable you can pick and choose.

t In the beginning healers are very

important. Keep them in the back,

away from the fighting.

t Save the game often—before big

battles, before going into dungeons,

after you find something interesting,

after you advance a level, and before

you plan to use a magic item.

t Monitor characters carefully after

using magic items or springing "no ef-

fect" traps. Sometimes the effects are

delayed.

t Check your characters' inventory

often, particularly before battles. You

don't want to have that trusty broad-

sword hanging idly at your side while

you fight barehanded. Make sure you

are wearing your armor.

t In some multiplayer RPGs each

new character starts with some money
and/or supplies. Give everything to one

character, buy him the best armor pos-

sible, then kill off the others. Create

more new characters, and repeat until

you have plenty of money and supplies.

t Many RPGs have banks that keep

money in a character's name even after

he dies. Create a new character, de-

posit all the money, get killed, create

a new character with the same name,

and repeat until you have a tidy fortune.

t Try to get into the mood of the

game and your characters. When your

characters come to life, when you cheer

their victories and curse their failures

you know you are getting your money's

worth. Even if you never find the magic

matzoball or defeat the evil wazoo, you

can still have a great time and some
interesting adventures.

comes out you can move your char-

acters into a whole new game, with
new creatures to battle and new
places to explore.

If the idea of assuming an alter ego
in a fantasy world appeals to you,
then here are some role-playing
games for the PC that you might be
interested in. The games reviewed
here are representative of the differ-

ent kinds of games in the genre. In

future issues PCGames will look at

other role-playing games.
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The Ultima Series
Origin Systems' Ultima series con-

sists of Ultima /(CGA/EGA, 256K,
$39.95), Ultima III: Exodus (CGA,
256K, $39.95), Ultima IV: Quest of
the Avatar (CGA/EGA, 256K,
$59.95), and Ultima V: Warriors of
Destiny (CGA/EGA/HGC, 256K,
$59.95). (Ultima II wasn't released for

the IBM PC and compatibles.)

In Ultima I the lands of Sosaria are

in trouble. An evil force has taken
control of almost everything. The

good folk who live there are in dire

need of a hero to help them destroy
the necromancer Mondain. His foul

denizens are everywhere: balrons,

giant bats, carrion creepers, dae-
mons, ettins, dark knights, gelati-

nous cubes, gremlins, and others
even more dangerous.
Only Lord British is an ally to the

pure-of-heart. In his town and castle

you will find shops and a safe place to

rest while you go about your task of

restoring peace.

You begin by creating a character.

You are given 30 points to divide be-

tween six attributes (strength, agility,

stamina, charisma, wisdom, and in-

telligence). You then select a race (hu-

man, elf, dwarf, or bobbit), then a
class or profession (fighter, cleric,

wizard, or thief), and finally you give

your character a name.
As is typical of all RPGs you start

with little money, food, armor, weap-
ons, or magical abilities. What you do
have is an overhead map of the land

and your character (represented by
an icon). You move about the map
using the arrow keys, and all your ac-

tions are accomplished with single-

letter keystrokes (some of which may
require additional keystrokes, such
as a direction to shoot or what to se-

lect from a list of items). Included in

the list of actions are attack, get,

drop, enter, fire, search, steal, un-
lock, and spell (yes, there are magic
spells to cast).

Across the bottom of the screen is

a status bar that gives you a blow-by-
blow description of the action and
also tells you how much money you
have, how many experience points,

how much food, and how many "hit

points." (Hit points are common in

many RPGs. When you get hit you
lose hit points. When your hit points

reach zero you are dead.) While the

battles in the Ultima series are not

arcade-level shoot-outs, they do take

place in "real time." In other words,
if you run into some monster and
then just sit there and do nothing, the

monster will eventually kill you.

Even though Ultima I was one of

the first RPGs, it still has one of the

most richly filled worlds and is very

playable. Plus, if you get through the

first one there are three more Ultima
sagas, each with new baddies to bat-

tle, new dungeons to explore, new
spells to learn, and new weapons to

master.
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New Hope For
Battered Story Gamers.
HERE'S A LOT I LIKE

about computer adven-

tures, but it sure isn't

fun getting killed all the

time. That's why Maniac

Mansion is so refreshing— I

can play from start to finish

without dying once!"

That's more than great fan

mail. It's a very astute obser-

vation. Because while most

story games

treat

In Maniac Mansion: a movie-style
u
cut-scene" quickly establishes the

characters' personalities.

you like the meat in the dog

food factory, Lucasfilm story

games treat you like a human

being who just wants some

good clean fun.

The fun starts with an en-

gaging plot, hot graphics and

tasty puzzles. But what keeps

it going is a unique design

that lets you play the game in-

stead of fighting the computer.

The No-Typing Interface.

Today's story games evolved

from text adventures. The

Just three "clicks'
1

and you'll send

Zak McKrackeif over to the pawn shoj

counter to buy a pair of nose glasses.

interface, in most cases, re-

mained in the swamp.

With conventional story

games, whenever you want

your character to do something,

you type. And type. And type.

Suppose you want to pick up

a green leafy object. Well, you

might try typing, "pick up

plant!' If that doesn't work, you

might try "bush!" "shrub!' "tree!"

and so on. After a while, you

might try a different form of

i entertainment.

Not with Lucasfilm's

new "point n' click"

interface, though.

All the words you need

are right on the

screen. Just click the

cursor on them to

choose characters,

objects, and actions.

Now you can play an

entire fifty hour

game without typing

a single word. Or

putting your life on

hold until you realize

the green leafy thing

is a... plastic fem.

More Story.

Less Gory.

Most story game

designers seem to think people

love to get clobbered.

We don't. After all, how

much fun can it be to

have a fatal accident every

three and a half minutes. .

.

then reload your saved game,

take a few timid steps for-

ward, and save it again.

Seems more like paranoia

than entertainment.

That's why Lucasfilm

story games make it down-

right difficult to die. Oh,

you'll get into major hot

water all right, but you'll

have the fun of getting out

of it, too.

Let's Get Crazy Together.

Just pick up a copy of

Maniac Mansion® the comedy

thriller about a kidnapped

cheerleader, a very mad

scientist, and a hilariously

creepy rescue mission.

Or ZakMcKrackenAnd The

Alien Mindbenders™ where

you and a seedy tabloid jour-

nalist save the world from

space aliens who want us all to

have the IQs of turnips.

You'll love the twisty plots

and the goofy characters. You'll

crack up constantly with the

zany one-liners and sight gags.

And you'll go just a little crazy

with the mind-bending puzzles.

Crazy, but nicely crazy.

LUCASFILM

Maniac Mansion is available for IBM/ Tandy.

Commodore 64/128 and Apple lie/ He personal

computers. Zale McKraciten and the Alien Mindbenders

is availablefor IBM/Tandy and Commodore 64/128
personal computer, All elements of the game fantasies

are trademarks of Lucasfilm Ltd. IBM is a registered

trademark of International Business Machines. Inc.

Tandy is a registered trademark of Tandy Corp.

Commodore 64 and 128 arc trademarks of Commodore
Electronics. Ltd. Apple II is a registered trademark of
Apple Compute: Inc. IBM screens shown.

<B.™.*, '01988 Lucasfilm Ltd. All rights reserved

Circle 26 on Reader Service card.
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Origin Systems added a lot of im-
provements with each version of the

Ultima series. In Ultima III your
party can have up to four characters.

The designers added three-dimen-
sional graphics in the dungeons, 16
long- and short-range weapons, 32
magic spells, 8 armor types, astrol-

ogical influences, and an entirely dif-

ferent combat mode where you
control each character's actions in a
tactical display. With the added char-

acters, however, you can't bring your
old Ultima I character with you.
Ultima IV boasts a game sixteen

times larger than Ultima III, with
even better graphics, lots of new
weapons, magic, and locations. And
a text-adventure element was added.
Now you must talk to people and ask
questions in order to win. Ultima V
goes even further. Improved every-

thing. More of everything. Ifyou liked

the others you'll like this one, too.

The Phantasie Series
Strategic Simulations' Phantasie

series consists of Phantasie (CGA,
256K, $39.95) and Phantasie III:

The Wrath of Nikademus (CGA,
256K, $39.95). (Again, I'm not sure
what happened to Phantasie II but it

doesn't look like version lis are very
PC-prone.)
These are games of incredible

depth. Before you even begin you
know that you are in for some serious

game playing. (The box states "Play-
ing time: 30 to 60 hours.")

You create characters by first se-

lecting a character's race: human,
dwarf, elf, gnome, halfling, or ran-
dom creature, which might be a
gnoll, goblin, kobold, lizard man,
minotaur, ogre, ore, pixie, sprite, or

troll. Then you select a class: fighter,

monk, priest, ranger, thief, or wizard.

The computer then generates ran-
dom values for strength, intelligence,

dexterity, constitution, and charisma
that fall into different ranges depend-
ing on the selected race and class. If

you like the result you save the char-

acter; if not, you try again. You can
create and save up to 37 characters,

but your party can have only six.

The characters start out with a
small amount of money in a bank ac-

count. They can spend this money on
weapons, armor, food, drink, lodging,

training, and bribes. If you want
arms and armor there are 20 kinds of
shields, 20 kinds of armor, and 60

1

—
" .-;--;<*<-;fe: Trig-

Soutk

Ml
Soutk

Soutk

East

" >£<ut ~MliuU<!

Ultima V: Warriors of Destiny

weapons to choose from. Each shield

and type of armor requires a different

minimum strength and prevents a
different amount of damage. Each
weapon requires a different amount
of strength and dexterity and does a
different amount of damage. Of
course you need skill and training to

get proficient with these weapons.
Magic is an important item in

Phantasie. You can use over 60
spells: combat spells (passive and ac-

tive), noncombat spells (town, wilder-

ness, and dungeon), and everywhere
spells. There are also rings, scrolls,

wands and amulets, and potions (10
healing potions and 10 magic po-
tions). And, if you want more, you
find charmed, spelled, and cursed ob-

jects here and there.

When you leave town, you are pre-

sented with an overhead map view of

the terrain with your party repre-

sented by an icon. During combat,
however, the screen changes to close-

up representation of the party show-
ing each individual.

When you encounter baddies you
can decide who is going to stand in

the front and who is going to stand in

back. You can also pick and choose
your targets as they attack from the

top of the screen. During combat the

characters with the quickest reac-

tions get to act first and the options

are extensive (including thrust, at-

tack, slash, lunge, parry, greet the
monsters, beg for mercy, run away,
etc.). The fights are not in real time
so you can think about what you
want each character to do.

Beyond fighting and wandering
about, you try to gather enough
money, treasure, weapons, armor,
and experience to go back to one of

the towns, rest, heal, train some
more, learn a few new spells, or buy
a few more goodies so you can go out
and beat even nastier monsters.

If you get the idea that Phantasie
is a complicated, ornate, highly de-

tailed giant of a game with dozens
and dozens of options, spells, weap-
ons, characters, monsters, and
more—you're right. You don't just sit

down and casually play Phantasie,
you devote a part of your life to it.

Star Command
Strategic Simulations also makes

Star Command (CGA/EGA, 256K,
$49.95), which takes place in the dis-

tant future, when humans have col-

onized the stars. They have gone
farther both in distance and technol-

ogy than ever dreamt possible. But
with their roaming they have
brought with them some of the old

evils—greed, violence, and murder

—

and they've even found some new
ones. Now that Earth is just a dim
memory, the human race controls
what is called "the Triangle," an area

loosely defined by three great stars.

Beyond the Triangle there is the Al-

pha Frontier. Once a great mining
area, it is now so overrun with pirates

that it is considered enemy territory.

On another of the three sides is the

Beta Frontier, an area claimed by a
race of intelligent insectlike crea-

tures. All attempts to communicate
with them have failed and Star Com-
mand strongly suspects that the in-

sects are planning an invasion of the

Triangle. Beyond the final border is

unknown territory. A few robot ships

have been found there but it is uncer-

tain who built them—insects or per-

haps some long-forgotten human
58 PCGames'Premier Issue
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experiment gone astray. For the mo-
ment the robots pose no threat, but it

doesn't hurt to keep an eye on them.
Within the Triangle, Star Com-

mand tries to protect and keep the

peace, but it is an uphill battle. Funds
are scarce and many times "green"
troops are sent out on dangerous mis-

sions with little or no training. In true

entrepreneur' al style Star Command
lets their soldiers operate with a great

deal of independence. They can pick

and choose their own weapons and
even do some trading. And, like the

privateers of the eighteenth century,

they are free to outfit their ships any
way they see fit, as long as they pay
for it.

You command a group of eight
characters through a variety of mis-

sions. From the initial eight years of

basic training to the purchasing of

weapons, armor, ammunition, and
the outfitting of a spaceship and be-

yond, you are in control. Star Com-
mand gives you your first missions

and if you come back alive you are

rewarded. If not ....

Star Command is another SSI
game of great complexity and detail.

Your characters can be pilots, ma-
rines, soldiers, or ESPers. Their start-

ing attributes of strength, speed,
accuracy, courage, willpower, ESP,
and intelligence are chosen by the
computer (you can elect not to accept
a character and try again if you don't

like the numbers). There are also sec-

ondary attributes such as hit points,

defense, maximum number of kilo-

grams carried, movement rate, and
so on. If you accept a character you
then decide how each of its eight
years of basic training will be spent
(each character type can train in dif-

ferent areas, such as medical, astro

gunner, pilot, ship repair, explosives,

officer's school, etc.).

When you have put together a
team you are given a certain amount
of money to buy a ship and equip-

ment. In the beginning you won't be

able to afford a big fancy ship or lots

of sophisticated weapons. There are

54 personal weapons, various types
of armor (both for your characters
and the ship), sighting hardware (to

artificially aid your accuracy in a
fight), scanners, motion detectors,

torches, medkits, and on and on.

There are 9 classes of starship to pick

from and a slew of armor, weapons,
anti-weapons, drop ships, com-
puters, engines, and other equip-
ment to consider.

Here is where you should spend a
lot of time picking and choosing.
Write everything and every price

down before you start that shopping
spree. Decide who needs what and
how much it will all cost and then
make your choices. You might even
consider dropping a member of the

team so that you can train someone
with slightly different skills.

Once you are ready to go, you chris-

ten your new ship, report to head-
quarters for your first mission



(different each time you play), and
then head out. Getting around the
galaxy isn't very difficult. You simply
move the cursor to where you want
to go and there you are (minus the

fuel and time it took, of course). The
display shows a map in which you
can zoom (in five increments) in or

out from galaxy to planet levels, mes-
sages, fuel, armor, status, weapon
and squad status, and ship orienta-

tion. This display changes, depend-

ing on the circumstances. The galaxy
is divided into a 32 by 32 grid. When
you zoom in to a planet and maneu-
ver near enough, the display changes
to give you information about the
planet.

Combat is handled in three phases:

a communications phase, in which
you try to bully your way out, talk,

surrender, or whatever comes to

mind; a movement phase, in which
you try to close on the enemy or run
away; and then the actual combat
phase, in which each of your charac-

ters (and the enemy) gets a shot (or a
load, or an aim, or a run-away). There
are no restrictions on movement
(your characters are not stuck at the

bottom of the screen while the bad-

dies come down from the top) and
each situation is likely to be different.

Hand-to-hand combat can get very
tricky because the terrains are differ-

ent, the atmosphere may be un-
breathable, and the gravity is not
always "Earth standard."

Star Command is a very rich game
that should take between 40 and 60
hours to play, and unlike other RPGs
you can play it more than once. The
graphics are good, and the dozens of

options combined with the thou-
sands of details make it as realistic as

a computer game set in the far future

can be. Of the few RPGs not set in the

traditional world of magic, Star Com-
mand is near the top.

MOEBIUS
Another of the few RPGs that don't

take place in a software version of

Middle-earth is Moebius: The Orb of
Celestial Harmony (CGA/EGA/HGC,
256K, $49.95) from Origin Systems.
It is set in the Year of the Yak, when
Kaimen, disciple of Moebius the
Windwalker, stole the Orb of Celestial

Harmony and set himself up as War-
lord of the East Wind. He imprisoned
the holy ones who kept the shrines of

Moebius and has brought so much
pain and suffering to the people of

Khantun that the very Earth trem-

bles, animals have gone wild, and
rebel guards and assassins highly
trained in the martial arts are every-

where. Only one who has training in

the sword, the martial arts, and Zen
could hope to travel the fourfold path,

drive out the false priests, and return

the holy ones to their shrines. You,

Grasshopper, are the chosen one.

You start out with little but your
bare hands and a few prayers. The
training is in three parts: martial arts

(hand-to-hand combat), the sword,

IT'S WAR.

n your seatbelt. You're in

for the dogfight of your life.

i And the fate of the free

world rests in your capable hands. Take hold of the

controls and your wits. Because 20,000 feet

below you thunders the most

feared battleship in all of Ger-

many's fleet: The Bismarck.

Enemy fighters zoom above you,

anxious to turn you into fish food. And all around you

lurk treacherous U-Boats, E-Boats and mine fields.

Steady, mate. Remember all those practice flights?

With these details, it's no wonder we NOW lt*S f0 T real. YOUVe Q0t
fly in the face of F-15 Strike Eagle. . . .

position reports to monitor in-

coming intelligence. A fully

detailed instrument panel. And you can fire from

one of two gunnery positions. All of which'll come

in mighty handy when you've got 42,000 tons of

riveted killing machine in your sights.

WELL CAPTAIN, IT LOOKS LIKE F-15 STRIKE EAGLE" ISN'T SO STRIKING, AFTER ALL.

DIVE BOMBER F-15 STRIKE EAGLE

Easy to use, fully detailed instrument panel Of course Nope

Look of enemy planes & ships True to life Stick figure

Pace of enemy attacks Constant Lagging

Takeoffs Breathtaking Nonexistent

Landings Brace yourself Limited

Note; ComDarisons are based on current Apple, IBM. and Commodore 64/1 2B versions of (he product.

Apple II Series & Compatibles. Atari ST. Commodore 64/128, IBM PC 8 Compatibles. Screens Irom Atari ST version ot the game.

U.S Gold is a trademark d( GO America Ltd. Game program licensed from GO America Ltd. c 1 987 Acme Animation/Gremlin Graphics Ltd. C 1 988 Epyx.

F-15 Strike Eagle is a trademark of MicroProse Software.

Divewmm Ifrom

US. GOLD"
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and concentration (keeping a frenetic

yin-yang symbol within a square
with the arrow keys). The hand-to-

hand and sword combat training and
later encounters are real-time affairs

where you control the action with the

keyboard.
This game presents a fully ani-

mated side view of you and your op-

ponent that takes up the top half of

the screen. There are five types of ac-

tions, each with either a long or short
(punch or kick) variation—move for-

ward or backward, aim high, middle,
or low. This takes some practice, so
you might want to spend extra time
in the training arena.

Once you have completed the three

training areas you set out on your
mission. You are given three resur-

rections at the start but may earn
more for each monk you rescue from
Kaimen. The display is an overhead
close-up map showing only four or
five squares around you at a time
(you and everyone else are displayed
as a head-and-shoulders icon, which
looks like you're swimming rather
than walking through the earth and
bamboo).
There are only a handful of options

such as swing sword, throw shuri-
ken, hit with hammer, get, listen,

magic (five magic prayers), use item
(six magic charms), communicate
with another character, and so on.

Overall Moebius has more action
than most RPGs, better graphics and
sound, and one of the more unique
settings; however, it seems a bit lim-

ited in scope and options. It is hard to

identify with your character when
you don't have much control over the
advancement, and the arcade-style
combat gets longer and longer as you
face tougher opponents. It has a lot of

good things going for it but could
have been better.

The Bard's Tale
In Electronic Arts' The Bard's Tale

(CGA/EGA, 256K, $39.95) you find

yourself in the city ofSkara Brae. The
time: long ago when magic still pre-

vailed. The villain: Mangar the Dark.
The mission: to explore the city, de-

velop your characters, and defeat
Mangar. Your crew is made up of six

gallant heroes from seven races and
ten classes. The tools consist of 85
different spells (plus six bard songs),

assorted weapons, armor, magic
rings, horns, wands, and so on. Your
obstacles are numerous monsters
and bad guys, 16 different mazes,
and, of course, Mangar himself. Help
is in the form of Garth's Equipment
Shoppe, where you can buy and sell

almost anything; the taverns, where
you can get a tankard of something
cool to drink; Roscoe's Energy Em-
porium, where you can get your spell

points restored; the temples, where
monks can cure anything from a
hangnail to death, ifyou have enough
gold; the review board, where you
can advance a level or three with
enough experience points; and the
Adventurer'sGuild, where it all begins.

You start by putting together a

party one at a time (or you can use

TRACON Air
Traffic

Control
Simulator

A gamer ur a reflection ot a deadly reality./ it looks simple-

just keep every blip on your scope apart as you vector them around for

approaches and departures. But they keep coming, pushing you to your

limits, fitid you alone must prevent a dreaded crash between airliners loaded

with passengers.

IF I, f

" V'. '
'

In this first ever microcomputer simula-

tion of a erminal adar pproach

trol facility created by a PhD

ATC simulation expert, an FAA

R&D manager, and.profes-
'

,* sional controllers, you'll

. , o enter the inner sanctum of

air traffic control.

Handle traffic on a "real"

ATC radar scope. Adjust
' t~- traffic loads from "no-

sweat" midnight levels to

^ ~* a five-o'clock rush. Choose

. ; 0 "lousy" pilots or "stormy"

weather to test your skill with

>, pilot errors and "go-arounds".

FAA insiders compare TRACON

with million-dollar ATC trainers. It

gives you a realistic traffic mix from

Piper Cubs to Boeing 747 "heavies" in

any of five control sectors: Los Angeles,

San Francisco, Miami, Chicago, and

Boston. Yet no experience is necessary:

a detailed manual, sample scenarios, and

an audio cassette demo tape train you in

ATC procedures and jargon.

A game? Hardly. TRACON mirrors a world where decisions determine not revenues or profits, but lives!

To order, call 1 -800-634-9808.

Requires IBM PC ot compatible with ai leas!

256K. one disk drive, and graphics monitor.

Mouse Optional Price of S49.95 includes program

on 5.25" and 3 5" IBM PC diskettes, typeset

manual, on-disk samples and an audio cassette

tape demonstration scenario. Please add S5 tor

shipping and handling; Texas residents add 3%

sales tax We ship the next day via UPS

Unconditional 30-day money-back guarantee: if

not completely satisfied, just return it to us for

a lull refund. Dealer inquiries welcome.

EGA Screen Photograph o!

1439 Circle Ridge Dr.

Austin. Texas 78746

(512) 328-0100

Producing intuitive, elegant

microcomputer software since 1981

Circle 27 on Reader Service card.



IHE REBEL UNIVERSE
Red alert. The siren sounds. The crew of the

Enterprise reports to battle stations. With
weapons readied, you track enemy ves-

sels. Chekov confirms your orders to lock phasers

on target. But wait—could the attackers be Fed-

eration ships?

In Star Trek": The Rebel Universe, you control the

Starship Enterprise, while Captain Kirk and his six

trusted officers help you resist an insidious

Klingon scheme which could overthrow the Fed-

eration. This graphic adventure brings the crew

of the Enterprise face to face with Klingons,

Romulans, and hostile Federation renegades
under Klingon mind control. Available for the

Atari ST—and now also for IBM, Tandy, Com-
paq, and compatible computers!

SPECIAL OFFER:
For a limited time (while supplies last), Simon and

Schuster Software can bring the Enterprise to you.
We've created a replica of the Enterprise in the

form of an inflatable mobile. Sure to become
a collector's item, this mobile is only avail-
able to purchasers of specially marked
packages of Star Trek: The Rebel Universe.

Available at your local

computer software dealer, or call:

1-800-624-0023 (National)

1-800-624-0024 (New Jersey)

Copyright© 1988 Paramount Pictures Corporation. All Rights Reserved.

STAR TREK is a Registered Trademark of Paramount Pictures Corporation.

The Enterprise is a Trademark of Paramount Pictures Corporation.

Screens shown above are from the Atari ST version.

SIMON AND SCHUSTERSOFTWARE
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the game's predefined group). You
first pick a race and the computer
randomly generates five basic attri-

butes (strength, intelligence, dexter-

ity, constitution, and luck) based on
the race of the character. If you like

the numbers, you pick a class, give

your character a name, and add him
to the party. Once you have your
band together (each character starts

out with a certain amount of money
and equipment), you set out to ex-

plore the city.

The game display is divided into

three sections. The bottom shows
your characters and their stats, the
top right displays messages, and to

the top left are your views. The views
of the city are three-dimensional ones
that scroll one set of houses or streets

with each press of a key. When you
encounter a monster the view is

switched to an animated picture of

your foe, brandishing its weapons,
sneering, burbling, and being gener-

ally monstrous. All the graphics in

The Bard's Tale are exceptional.

Combat is not represented graphi-
cally. At the beginning of combat you
are told how many enemies you face

(up to four groups with 99 members
in each group). Fighting then takes
place in "rounds." Each character is

given a choice of options and then the
action for that round is carried out;

the faster characters (or monsters)
will get their turns first. Only the first

three characters can engage in phys-
ical combat, but those in the back
ranks can cast spells.

Combat options are a little limited
(except for magic). All you can do is

attack, defend, use an item, cast a
spell, attempt to hide in the shadows,
or sing a song (this may sound silly,

but if you're a bard the right song can
do wonders in a fight). If you survive
the fight you collect the loot and each
member of your party gains experi-

ence points.

One of the best things about The
Bard's Tale is that you aren't told

very much at the beginning. You
have to go out and find things, solve
puzzles, make your own maps, and
develop fighting styles. There is a lot

to find and a lot to find out. The
graphics and music are very good,
the system of fighting and moving
about is simple and easy to use, and
if you like casting spells there are a
lot of them. Character advancement
is a big part of this game. The only
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drawbacks are the difficulty in get-

ting your characters off the ground;
new adventurers have a tendency to

get killed a lot, and there is a temp-
tation to just hack and slash, advance
a level, hack and slash, and so on, un-
til your characters are just this side

of gods. All in all, though, The Bard's
Tale is one of the best RPGs on the
market.

So This Is

the Magic Staplegun?
There are other RPGs for the PC

and more are on the way. It would be
impossible to cover all of them in one
article, so I tried to pick some of the
unique ones that were representative

of the genre. The common elements
in all RPGs are that your characters
do not remain static throughout the

game. They grow, or at least change,
hopefully for the better. There is

more than one solution to the game
even if there is only one goal. All of

them take quite a while to play. All

offer various degrees of complexity,
but even the most superficial RPG is

much more detailed than other types
of games, except, perhaps, some of

the strategy games.
Finally, role-playing games, if they

are done right, draw you in. By
watching your characters improve,
survive tougher and tougher con-
flicts, gather weapons and armor and
treasure, you begin to identify with
the characters. You cheer them when
they win a tough fight and curse
them when they get themselves
killed. Sometimes you end up going
farther than you should to revive
your characters just because you
have become so attached to them.
You begin to give your characters
personalities of their own beyond the

confines of the game and begin to

imagine how they might look.

One final note: While many RPGs
have sequels, don't expect Dog Quest
III to be just another variation of Dog
Quests I and //. The developers are

constantly working to improve their

games, so while you may have had
only one character in the first, you
may be controlling four characters in

the sequel. There may be twenty-
seven new spells to learn and maybe
the six you learned in the last game
won't work in the new one. Also,
don't expect to bring everything with

you. Many sequels let you use char-

acters from earlier versions, but
some of them take away weapons, ar-

mor, spells, and sometimes experi-

ence. While most sequels allow you
to start a whole new batch of charac-
ters and play without ever seeing the
previous versions, some require char-

acters created in those earlier games.
So if you are thinking about jumping
right in with Dog Quest IX because it

should be nine times better than the

first one, you should read the pack-
age carefully to see if you might need
characters created in Dog Quests I

through VIII. In any case, expect to

spend a lot of time playing these
games. They can be very addictive

and a great deal of fun.

—Guy Wright

Guy Wright is the editor-in-chief of
AmigaWorld magazine and author of
Heroes of Zara Keep under the name
Guy Gregory. He has spent much more
time than he should have playing and
writing computer games over the past
seven years. Just ask his wife.





ou'll probably never become
president, or a general, or a big-

time stock manipulator. But
with the right strategy game for your
PC, you can experience some of the

power, thrills, and anxiety of these
positions in the comfort and safety of

your family room. Strategy games
give full reign to the imagination, let-

ting you wrestle with problems and
situations you never encounter in the
everyday world. In fact, the best
thing about strategy games is their

ability to engage and absorb the
game player.

If you read computer magazines,
you've run across scores of so-called

overview pieces, articles that intro-

duce a category of software or hard-
ware and then list every manufac-
turer in the category and describe
every product as "a valuable addition
to your software library" or "worthy
of your consideration." This over-
view, however, is slightly different. I

don't cover even a large minority of
PC strategy games; rather, I describe
the games that I like the best and play
the most.

Joystick Junkies Beware
Although all computer games re-

quire a strategy of one form or an-
other, only in strategy games is the
design, development, and implemen-
tation ofa consistent plan of action so
vital. If an arcade gamer makes a
wrong turn, he can often extricate
himself with a few deft flicks of the
wrist. Similarly, an adventure gamer
has numerous opportunities to back-
track and try other avenues. In strat-

egy games, however, you don't often

get a second chance.
Strategy games should combine

the complexity ofadventure and role-

playing games yet offer more realistic

(for the most part) situations. Al-

though many strategy games are ab-

stract and fictional, they are rarely

fantastic.

Lining Up the Ducks
I divide strategy games into three

basic categories, based on the type of
situation the game simulates.

Abstract strategy games do not try

to emulate any situation that was, is.

or could one day be real. The best

example is chess. Although it was
developed as a stylized war game,
the movements of pieces on a
chess board have no relationship to

the movements of military units on a
battlefield.

Many people feel that abstract
games are the purest and therefore

the best strategy games. Since I like

some connection between the games
I play and the real world, I disagree.

The important thing, however, is to

know the type ofgames that you like.

The second type of strategy game
creates a fictional world or situation.

These games are best represented by
outer-space games. The games create

fictional universes complete with
their own laws and attributes. Nor-

mally, your job in such a game is to

colonize a planet, star system, or an
entire universe. Because game de-

signers have fewer restrictions creat-

ing a fictional world than they do
recreating the real one, fictional strat-

egy games resemble abstract ones in

that a designer doesn't have to let the

facts get in the way of a good game.
The final type of strategy game sim-

ulates some real-world system or
event. Real-world games are the most
popular strategy games and, because
gamers are usually familiar with the
situation being simulated, they are the
hardest to design. In my opinion, they
are also the most interesting.

Taking Aim
The best abstract strategy game is

The Chessmaster 2000 (CGA/HGC,
256K, $44.95). Created by Software

Toolworks and published by Elec-

tronic Arts, Chessmaster 2000 is the

best chess-playing program I've ever
come across. It looks the best, plays

the best, comes with the best docu-
mentation, and has more options
than I'll ever use.

At its core, Chessmaster 2000 fea-

tures a very intelligent chess-playing
algorithm. The "2000" refers to the

rating you need to achieve Expert
status from the United States Chess
Federation. Under tournament time
controls, Chessmaster 2000 will give

an expert a very strong game and will

outplay about 90 percent of the chess
players in the world.

Around this core, Software Tool-
works has built a fun game with
many options. For instance, you can
set different time limits for the game
(the longer it thinks, the better it

plays) and set the program's style of

play. In Normal mode, the program
mixes some random moves with
what it considers its best moves. In

Best mode, the computer always
plays its best move. The third style,

Coffeehouse, features more random
moves than Normal mode.
Other options let you take back

moves, choose black or white, save
and load games, and allow the pro-

gram to access its library of opening
variations. Chessmaster lets you
choose between a two-dimensional or

3-D view of the board, and you can
rotate the board in 90-degree incre-

ments. You enter your moves either

by using chess notation or by moving
the positioning cursor.

Chessmaster is a game you'll prob-
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It happens so fast. You're kicking back, you

and your best friend, just checking out two of the

latest arcade action games from Data East and, zap,

you're fighting with full fire power and up to your

neck in heart-stopping, eye-popping jungle.

Victory Road pits the heroes of the #1 smash

hit, Ikari Warriors, against a hideous horde that has

heroes for lunch -Stonehead and his wrecking

crew of bizarre and brutal beasts.

Guerrilla War takes you behind the headlines

to the battlelines. It's you versus them -and let us

guarantee you that "them" is an army of evil that

will keep your trigger finger active for hours.

Victory Road for the IBM, Commodore and

Apple II computers. And Guerrilla War, for the

IBM and Commodore computers. Addictive

action with great graphics. Hey, it's a jungle out

there. And now we've brought it home.
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ably never outgrow. Its numerous
levels of play will keep pace with you
as your chess-playing ability devel-

ops. And if, like me, you don't antici-

pate getting much better, Chess-
master 2000 should last you a life-

time. What other computer game can
you say that about?

On Target
My favorite fictional strategy game

is Interstel's Empire (CGA/EGA,
512K, $49.95). This game takes
place on a distant planet in the far

future. (You can design your own
planet or have the program generate
one.) Your job as commander of the

Alliance forces is to secure the planet
for the Alliance. You face up to two
human or computer opponents in a
race to put the entire planet under
your control. This is a do-or-die mis-
sion: You either conquer the planet or
get wiped out.

At the beginning of the game, you
command one city (out of scores on
the planet) and six armies. From this

base, you explore the planet and ex-

pand your control. As you conquer
hostile or neutral cities, you control
their production, allowing you to re-

place combat losses and build units
such as fighter squadrons, battle-

ships, aircraft carriers, destroyers,
and transports.

Seaborne invasions are the tricki-

est problems you'll have to solve as
you expand your empire. In prepara-
tion, you have to balance your pro-

duction of land, air, and sea units.

You have to further balance your na-
val units between transports, escorts,

and offensive units. You then have to

coordinate the completion times of
the different units, assemble the in-

vasion force, and set sail. Nothing is

more frustrating than to see your in-

vasion force held up by a lack of
transport or sunk due to an inade-

quate escort.

Although it comes with a daunting
reference manual. Empire is not a
difficult game to learn. Fact is, you'll

get a lot of practice with the game me-
chanics because Empire takes a long
time to play—a 40-hour game is not
unusual.
The reason I like Empire so much

is that it presents complex strategic

problems that are not merely a func-
tion of complex game mechanics. In

other words, in this case the total is

more than the sum of the parts.
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Empire

Bull's Eye
Real-world simulation games are

the broadest category of strategy
games. Included are games that sim-
ulate jury trials, network-television
programming, the stock market, and
running a business. These types of
games are fun, but they're too mun-
dane for my taste. My favorite real-

world simulations are political/eco-

nomic simulations and war games.
Among war games, my favorite is

Gettysburg: The Turning Point
(CGA, 256K, $59.95) by Strategic
Simulations. Granted, I'm biased to-

ward anything that deals with the
Civil War era— I think this is the most
interesting and most important era in

our history—but Gettysburg is a cut
above most war games. It gives you
an understanding of the problems
that faced generals Robert E. Lee and
George Meade during those three
days in July 1863, and of the capa-
bilities, organization, and tactics of

Civil War armies in general.

Gettysburg lets you play against
another person or against the com-

puter. Once you've made your initial

selections, it's July 1, 1863, all over
again. The Army ofNorthern Virginia

is about to crash against the Army of

the Potomac.
You control the individual units of

either the Confederate or Union
army. Infantry and cavalry units are

composed of demi-brigades and
named for their brigade commander;
thus, the Union Iron Brigade (First

Brigade, First Division, First Corps) is

divided into Meredith-A and Mere-
dith-B. Each unit contains from 400
to 1400 men and is rated for factors

such as morale, fatigue, organiza-
tion, ammunition, and fortification

level. Artillery units are aggregates of

from two to five batteries.

At the beginning of a turn, each
unit gets operations points based
upon how close the unit is to the
other half of its brigade, and the prox-
imity and quality of its division and
corps commanders. Units expend op-

erations points when you move them
or when they engage in combat. Dur-
ing a player's turn, he first moves his

units. Before he can fire on the en-

emy, however, the enemy units per-

form defensive fire. This demon-
strates the advantage that units on
the defensive had in the Civil War:
They got their licks in first.

The number of casualties a unit in-

flicts is proportional to the number of

men firing, the range to the target,

the effectiveness of the unit (a func-
tion of morale and fatigue), its

weapon type, terrain, fortification

level of the target, whether you're fir-

ing into the flank or rear of the target,

and the number of operations points

remaining to the unit.

The object of Gettysburg is to in-

flict lots of casualties on the enemy
while minimizing your own, and to

occupy as many of the strategically

important victory squares as possi-

ble. To win the game, you must main-
tain a tight organizational structure

(keep brigades of the same division

together; keep divisions of the same
corps together) and maneuver your
units to give yourself advantages in

numbers, effectiveness, and terrain

over the enemy.
Gettysburg is a highly detailed,

highly complex simulation of one of

the most important battles of the
American Civil War. It is a very long
game, but it rarely fails to keep you
absorbed in the unfolding drama.
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12- Voice Stereo Music Synthesizer

THE MUSIC REVOLUTION
NO MUSIC TALENT ? Or rather no one has
ever given you the right musical tool. C/MS
will change your idea about music FOREVER.
In a matter ofMINUTES, someone who
knows next- to-nothing about music will be

wielding musical power of a full ochestra,

experiencing the power of the most awesome
musical tool ever to appear on planet earth.

For those who are familiar with music, C/MS
will be the passport to infinite creativity free-

dom.

THE ORGAN WITH INTELLIGENCE
The Creative Intelligent Organ (Software) is

an ideal tool for the absolute beginner. One
could play full

orchestra
music on the PC
keyboard with

one finger , com-
mand change of

instruments,

moods, turn and
twist the song
anyway you like and have hours and hours of

fun without even knowing any musical
rules. Yet this software will still satisfy the

demanding lot — you could never find anoth-

er easier or lazier way to play an instrument.

You would appreciate instantly the money
you have saved from buying expensive syn-

thesizers or organ.The intelligence of this

software adds rich accompaniments to your
one finger play in REALTIME !!! And the

Intelligent Organ Software worth $69 is

now bundled FREE with your purchase of

the C/MS package!!! ( with manual and 100

songs for you to enjoy and learn).

SIT BACK AND RELAX
Enjoy the numerous
C/MS musical pieces

played in the back-

ground while you
are working on the

computer ! You can

create albums of

your favourite songs.

CREATIVE LACS. INC.™, («s> era-am
2363, GREENDALE DRIVE South San Francisco CA 94080

COMPOSE YOUR OWN MUSIC
C/MS has powerful tools to make this seem-
ingly formidable task as simple as 1-2-3.

Complex musical notes are reduced to digits

and characters which you could type-in using

any word processor. Our Auto-Bass-Chord-
Rhythm ( ABCR ) generator adds complex
accompaniments to your songs. Sophisticated

musical pieces that used to take days can now
be accomplished in minutes. There is no limit

on how far you can go in this direction. The
enjoyment and satisfaction derived is beyond
description.

SING-ALONG & ANIMATED PLAY
Create Sing-Along which can display lyrics

synchronously with the music. Make anima-

tions that dance along with your music. They
are fun and educational.

FOR SOFTWARE PROGRAMMERS
You can interface your programs (in C, Pascal,

Assembly or Basic) easily with C/MS. They
will be fatally attractive with C/MS music.

WIDE APPLICATIONS
There are many ways to use C/MS; at home,
in schools, in offices and even in business.

Any one application you find useful will be

well worth your money spent. More C/MS
software coming your way.

WHAT OTHERS SAID OF C/MS
• Incredible ! • Fascinating, marvelous, very

enjoyable • Highly recommend this package
•Save a bundle from buying an organ • You
must see to believe it.

BOUNTIFUL C/MS Package only $195
Consist of the • CREATIVE MUSIC CARD
with built-in power amplifier to drive

speakers, headphones or home stereo directlj

• 5 diskettes and 3 manuals.

Software includes :
• COMPOSEr «ABCR

• DEFine INSTrument • SING-ALONG
• Animated PLAY • Programmer's Interface

• SONGDISK # 1 • SONGDISK # 2
** Plus FREE INTELLIGENT ORGAN

worth $69.

The above $195 package
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Presenting an idea, a product, a service or

your company image can be made highly

effective with music and synchronised anima
tions - With the C/MS, your message will be

LOUD, SWEET and CLEAR.
The C/MS PRESENTER ( optional

)

is a powerful software

for graphic presentation

with C/MS music. It

allows you to create

EYE-POPPING presen-

tations in a matter of

minutes. - only $188

presents

FREE 30-DAYS ENJOYABLE TRIAL
We are so sure that you will love C/MS that

we offer you to try it, use it, enjoy it for 30

days. If you are not fascinated, simply return

it for a full refund - no questions asked.

CREATIVE TECHNOLOGY P. L

$175 only.

(offer valid till Dec 25' 88)

ORDER NOW and
SAVE another $20

CALL ( 800 ) 544-6146
Circle 31 on Reader Service card.

yes, Rush me _ _package(s) of

Creative Music System + FREE Intelligent Organ
at $175 each = $
If I am not convinced, I will return it within 30
days for a full refund.

C/MS FREE-SONGWARE :

All the Song disks and demo disks listed below are FREEWARE.
Just pay a $4 copying/handling charge per disk.

Please Tick on those disks that you want

:

SONG DISK #3 SONG DISK #4 QSONGDISK #5

SONG DISK #6 SONG DISK #7 QSONG DISK #8

PRESENTER DEMO QC/MS QUICK DEMO

Total No. of Disk :. _x$4 i

OPTIONAL CMS SOFTWARE :

X'MAS Greetings (Customizable) X $ 10 =

Birthday Greetings (Customizable) x $ 10 =

C/MS PRESENTER Package x$188=

Shipping & Handling ($5 in USA, $10 outside USA) =

California Residents add 6.5% Sates Tax =

TOTA1 AMOUNT PAYABLE =

Payment Method : VISA MC CHECK

CARD * EXPIRY DATE

CREATIVE LADS, INC. Tel: (415> 878- 2874

2363, GREENDALE DRIVE South San Francisco CA 94080
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Best of the Best
My favorite PC strategy game is No-

bunaga's Ambition (CGA/EGA,
256K, $59.95) from Koei Corpora-
tion. A political/economic/military
game based upon medieval Japan,
Nobunaga's Ambition is simulation
on a grand scale. At the beginning of

the game, you take the part ofa daim-

yo, a Japanese lord. You control one
of 50 fiefs (17 in the abbreviated
game). The object of the game is to

conquer all the other fiefs and unify

the country under your rule.

If you've read James Clavell's Sho-
gun or seen the television miniseries,

you're already familiar with the pe-

riod in which Nobunaga's Ambition

for the IBM PC
and the Apple Macintosh.

Thirty-four. Orange 19, Orange 19. Hut! ... Hut! Hut! Play the best ... NFL Challenge and

PRO Challenge: Officially Licensed Products of the National Football League. For true

collegiate basketball action, play the top twenty favorites in Basketball Challenge.

Tackle the Bermuda Square puzzle for a less "physical" challenge. Use pattern recognition

to solve the puzzle. You might win $5,000! If money gets you moving, become the richest

person in the world with Oligopoly. Build your empire and conquer the world!

Call for Free Catalog.

CORPORATION
5421 Opportunity Court, Minnetonka, MN 55343 1-81

1-800-NFL-CHAL

3-635-2425 (612) 938-0005

Circle 57 on Reader Service card.

takes place. In fact, the Lord Tora-

naga of Shogun is based upon Toku-
gawa Ieyasu, the medieval daimyo
who united Japan and started the To-

kugawa Shogunate, which ruled Ja-
pan from the early seventeenth to the

late nineteenth century. Tokugawa is

one of the daimyos you must over-

come to win the game.
Although military conquest is vital

to the game, Nobunaga's Ambition is

primarily a political and economic
simulation. More important than
how you wage your relatively infre-

quent battles is how you manage
your fiefs. You have to juggle some-
times conflicting factors such as tax-

ation rates, peasant loyalty, army
training and loyalty, flood control,

land under cultivation, and town ex-

pansion to achieve a balance that lets

you increase your army without de-

stroying the economy of your fief.

You also have to conduct external di-

plomacy and deal with natural events
such as plagues and typhoons. Fi-

nally, you have to be a shrewd trader:

You have to get the best possible
price for your rice, while buying sup-
plies when prices are down. On the
whole, you've got a lot to do when
playing Nobunaga's Ambition.
Using seasonal turns, Nobunaga's

Ambition runs from the year 1560
until you unify the country or die (of

natural or unnatural causes). Al-

though the 50-fief game can take 20
hours to play, you can usually finish

a 17-fief game in one sitting. The
game is so absorbing that you won't
notice the hours go by.

Nobunaga's Ambition is steeped in

Japanese history and culture. The
documentation includes background
information about medieval Japan as
well as biographies of the 50 daim-
yos. This game has a grand sweep
that I find irresistible. You will too.

Chessmaster 2000, Empire, Get-

tysburg, Nobunaga's Ambition: four

games that will challenge, frustrate,

absorb, and delight you. If you're
looking for a game with depth behind
the glitter, these games will not dis-

appoint you.

—Bob Ryan

Bob Ryan is the technical editor of
AmigaWorld magazine. He has been
hooked on strategy games since 1 980,

when he bought Computer Bismarck for
his Apple II Plus.
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ADVANCED TECHNOLOGY FROM GRAVIS

How To Play The Game
Better!

Play Better With The
Best Equipment!

If you want to get the best

out of your computer games,

then you'll want to get your

hands on The Joystick Controller

from Gravis.

It has taken Gravis over five

years of research, testing and

development to make our

Joystick today's State of the Art

controller.

It'll take you about five

seconds to feel the difference

The Joystick's skill-enhancing

technology can make to your

game.

Designed Better To
Make You The Winner!

Today's games demand
speed, accuracy and precise

control. Of you and your equip-

ment. The Gravis Joystick

makes you a better player with

exclusive design features you're

not going to find on any other

controllers.

Check It Out!

•Pistol grip handle: full-size and

covered with a foam rubber

padding for complete hand

comfort and total control.

Available with accessories lor IBM>,Apple»,

Tandy'', Commodores, Amiga''-, Sega® and

Nintendo-'. Look tor the New Gravis

MouseStick"— coming soon.

Circle 53 on Reader Service card.

•Handle fire button; because

faster is better.

•8-Position centering tension

control: free-floating to very

firm— fully adjustable for

your preference and game.

•3 Independent microswitch

fire buttons: you assign the

functions.

• Unique rugged construction.

utilizing the finest compo-

nents available.

•1-Year warranty: No
nonsense, no quibbling.

So Test-Drive The
Gravis Joystick

Today!

You don't have

to take our

word for it.

Take your

toughest

game to

your

computer store and see for

yourself how The Gravis Joy-

stick outperforms all the others.

You'll never want to it let go.

And that's how to play the

game better!

Advanced

GRAVIS
Computer Technology Ltd.

7033 Antrim Ave., Burnaby B.C.

Canada V5J 4M5 Tel 604-434-7274

US OFFICE:

1602 Carolina St. #D12

Bellingham,

WA 98226



dventure, the original game
that today's adventure-type
games are patterned after, be-

gan in the early days of mainframe
computers. It was designed by pro-
grammers with a little extra time on
their hands who wanted something to

relieve the tedium of large-scale soft-

ware engineering.

Adventure games are still ex-
tremely popular, with new games ap-

pearing all the time. But there are
now different categories of adventure
games. These are based on the com-
puter technology required to play the
game rather than the type of story.

There are still text-only games like

Zork, but because of the widespread
availability of advanced graphics on
today's computers, many adventure
games come with beautifully detailed
pictures that enhance the story with
an artist's touch. With some adven-
ture games the graphics are meant to

be mere illustrations (like pictures in

a book), and in others the images are
an integral part of the story. There
are even adventure games that com-
bine text, sound, and graphic ani-
mation into a three-dimensional
multimedia entity.

It would be impossible to cover all

adventure games available for the PC
in one article, but I'll look at exam-
ples of each type. Those I reviewed
are representative of the universe of

PC adventure games. Where possi-
ble, I will list the hardware and mem-
ory requirements of any games
discussed.

Text Only
Today's text adventure games are

far more than simple exploratory
games; they are sophisticated inter-

active novels. Many of the storylines

are authored by professional fiction

writers, whose talents are combined
with the power now available in com-
puters to produce a level of quality
undreamed of by early adventure
game creators.

If any company symbolizes adven-
ture games it would have to be Info-

com. Its roots in adventure gaming
go all the way back to the beginning.
Some of its founders were involved in

programming the original Zork on
mainframe computers. They saw the
commercial promise of games on per-

sonal computers and for their first

product adapted Zork to the
microcomputer.

All Infocom games support ad-
vanced text parsers and are able to

understand even the most complex
statements. Most have vocabularies
of nearly a thousand words. Some of

the latest games have automatic map
making and online help facilities as
well. Let's look at a few of the many
text adventures from Infocom.

Life Among the Zorks
The original Zork was far too large

a game for a micro, so Infocom sepa-
rated it into three individual games,
Zork I: The Great Underground
Empire (192K, $39.95), Zork II: The
Wizard of Frobozz (64K, $44.95),
and Zork III: The Dungeon Master
(64K, $44.95). Recently Infocom re-

released the three Zork programs to-

gether as the Zork Trilogy (64K,
$52.95). Each is still an individual

game that can be played to comple-
tion without the others. They repre-

sent different levels of difficulty and
sophistication, so beginners should
probably start with the first and work
their way up to Zork III.

Zork I is the introduction to the Un-
derground Empire. Here your main

objective is exploration and treasure
finding. There are mazes and puzzles
to solve, and a few monsters and
thieves to battle. Zork I is a classic

adventure and one that every adven-
ture gamer should play.

Zork II is somewhat more difficult

than Zork I. Its puzzles are harder
and its mazes more complex. To
make matters worse, the Wizard of

Frobozz appears at random intervals,

harassing you with magical spells.

Zork III adds a Dungeon Master and
mazes and puzzles that are more
complex yet. To win in Zork HI, you
must discover where you are and
why the Dungeon Master put you
there. This one is tough.

For fantasy gamers, Infocom has
Enchanter (64K, $14.95). In this
game you are a novice magician sent
to do battle with an evil warlock. Un-
like Zork, your goal is not to find trea-

sure but to find and learn magic,
increasing your arcane skills until

you are able to take on and vanquish
the evil warlock. Enchanter is a fun
game of about medium difficulty. It is

one you will be able to play to com-
pletion (with a little work). And if you
like the genre, Infocom has two ad-

ditional games in this series, Sor-
cerer (64K, $44.95) and Spell-
breaker (64K, $49.95). You can buy
all three in the Enchanter Trilogy
(64K, $44.95).
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DUNGEONS 6f DRAGONS® role-playing
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the ultimate

fantasy role-

playing

experience!
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Heroes of the Lance gives you non-stop
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attacks of giant spiders, demons, dragons
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ADVENTURE continued

Travel, Romance, and Mystery
One of my favorite books and TV

shows is available as a text adven-
ture. The Hitchhiker's Guide to the
Galaxy (192K, $14.95), also from In-

focom. This is an amusing comic ad-

venture based on the book by the
same name, and it was written by the
original book's author, Douglas Ad-
ams. In Hitchhiker, you play the role

of earthling Arthur Dent, who es-

capes Earth's destruction and roams
space and time with a very odd as-

sortment of characters.

For a change of pace, you might try

Plundered Hearts (64K, $39.95) by
Infocom. This is the first adventure
game that plays just like a romantic
novel. You play the part of a brave
young seventeenth-century woman
who must face pirates, storms, croc-
odiles, and the dangers of love as you
attempt to rescue your father.

Infocom has several detective ad-

ventures, and the newest is Sher-
lock: The Riddle of the Crown

Jewels (192K, $42.95). In this adven-
ture you play the part of Dr. Watson,
friend and assistant to the immortal
Sherlock Holmes. You are faced with
a baffling crime: The Crown Jewels
are missing and you have only 48
hours to solve the puzzle—and there
is a plot to kill Holmes thrown in.

Sherlock comes with on-screen hints
that can help you find clues you
might otherwise miss.

Aliens, Spies, and Other Guys
From detective to spy is a natural

transition. Border Zone (192K,
$42.95) is a new Infocom game that

combines international intrigue with
an interesting twist; you play three

different characters, an American
businessman, an American spy, and
a Russian KGB agent. You must
travel behind the Iron Curtain to pre-

vent the assassination of the Ameri-
can ambassador.
Another interesting text adventure

is from First Row Software. Dr. Du-
mont's Wild P.A. R.T.I. (128K,
$39.95) is a bizarre trip through the
mind of an insane computer with
which you have become mentally
linked. This game has excellent de-

scriptive text and a sophisticated par-

ser. It was created by Michael and
Muffy Berlyn, authors of several pop-
ular games.
From text-only games I progressed

to adventures where the text is inter-

mixed with graphics. All of these
games have the minimum require-

ment of a CGA-compatible graphics
card, and many support the more ad-

vanced graphic systems like EGA.
From Sir-Tech Software comes The

Seven Spirits of Ra (CGA/EGA,
128K, $49.95). This is a real-time ad-

venture, meaning that time contin-

ues to pass in the game, even if you
do nothing. The game is based in

Egypt 3000 years ago, where you are

given the task of finding the seven
souls of Osiris. Graphics plays an in-

tegral role here, with animation
throughout. In fact, this game would
have been classified an "arcade ad-

venture" but for its strong story line.

While the program presents you with
messages and religious writings, ac-

tual text input required from the
player is minimal.

If you like games with a science fic-

tion flavor, you could try Oo-Topos
(CGA/HGC, 256K, $19.95) from Po-

choose Your point of view

Infocom, one of the leaders in quality

adventure game publishing, recently

teamed up with Tom Snyder Produc-

tions to produce a new concept in en-

tertainment software called Infocomics,

a line of computer-based graphic comic

books. They are not adventure games,
where what you do affects the outcome
of the game. In this

software you play

the role of ob-

server, just as you

would if you were

reading a paper
comic book. The
ending of the story

always remains the

same.

But Infocomics

are not merely
static pictures on

the screen either.

The scenes are drawn in a three-di-

mensional perspective, and they are an-

imated. You have the ability to page
forward and backward through the

story, as well as set bookmarks to save

your place for future sessions.

There is an even more important fea-

ture that makes Infocomics unique:

point of view. I don't mean merely the

location of your eye as you view the

scene, although there is that element.

It's whose eye you are using that

makes these comics so different. The
designers have given you the ability to

see the story unfold from the point of

view of different characters, and each

character sees the world and the other

characters in a slightly different per-

spective.

To date there are three Infocomics

available, although like all comic books,

new issues may come out at regular

intervals. The first is called Gamma
Force in Pit of a Thousand Screams. It

centers around a trio of sci-fi super-

heroes (the Gamma Force) who must
free their planet from an evil overlord.

This is the first issue about the Gamma
Force, and it explains their origins as

well as the main storyline.

Next is Zork-

Quest: Assault on
Egreth Castle, a

comic about adven-

turing in the fa-

mous Great Under-

ground Empire. It

has many of the

elements found in

the Zork adventure

games, with a

strong fantasy
theme.

Finally there is

Lane Mastodon vs. the Blubbermen. In

this comic strip, the central character

is Lane, the accountant who becomes
a superhero and saves the earth from

Blubbermen. It is meant to be a comic

spoof of the 1930 action serials that

kids went to the movie theaters each

week to see.

It is important to remember that

these are not games. They are inter-

active computer entertainment, but

they have a set outcome that is un-

changeable, just as the final page in

the comic book is set. If you follow

every character throughout the story,

you can finish in about an hour or so,

depending on your reading speed and

how many times you rewind the strip

and watch a scene over again. They are

not expensive ($12) and should make
a great present for the comic book

lover in your household.
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FREE! PICK3!
Pick Any 3 of these popular computer game disks when you join PC-SIG: World's

Largest Collection of low cost software for ALL your computing needs!

GREATSOFTWARE! FANTASTIC SAVINGS!

PC-SIG offers you a selection of over 1000 software titles that you can try for only

$6 or less per disk! You will be amazed at the wide variety and quality of our business

programs, educational software, utilities. ..and of course, GAMES! We guarantee your

satisfaction, and we provide free technical support to help you get started!

FAVORITE GAMES
* Requires Color Graphics ** Requires BASIC
ABC Fun Keys Alphabet, numbers & keyboard fun (or kids

aged 2-5. (#844)
'

Adventure Addiction Under The Ice. Quest of Kulkuca
Gymnasium, Palace & Braminar text adventures. Indiana

Jones, where are you? (#826)

AdventureWare Text adventure for mystery fans and those

who like horror! (#453)

Amanda's Letter Lotto "My 6 year old give's It an A+" ABCs
&Spellingfun.(#916)

Amulet of Yendor Move through mazes filled with sudden
death as a knight, wizard, warrior, caveman or tourist. You
won't last long! "One of the most addictive games I have ever

played!" (#452)

Amy's First Primer Beary Fun ABCs, Load The Truck, Help

The Frog:ages 2-5. (#646) '

**

Arcade Series Pango, Bricks. 3-Demons and morel (#293)
*

Astrol95 Astrology program prepares you r zodiac chart I

(#966)*

Backgammon & More You against the computer! Also.

Hangman in Spanish! (#708)

Best Games Packman, Breakout, Castle, Spacevad,

Wizard, Spacewars, Lander! (#274)
*

Beyond the Titantic Your ship is sinking, now what. Matey?
Also, Kingdom of Kroz arcade fun! Bring your power whip.

(#832)

Bible Men Who's Who fun with the Bible! (#781

)

Bible Cuiz Plus Religious trivia play fa 1 -6. (#974)

BibleQ 1 ,000 trivia questions on your favorite subject! (#628)

Btomythm Monthly Schedule Charts your physical,

emotional & irrtdlectual cydes. (#879)

Bouncing Babies Don't let the babies bodice 1 Also, Brick,

Flightmare & more! * (#390)

Bowling League Secretary Everything you need to run a
league! (23)

"

BridgePal Contract Bridge Computer plays 3 hands! Good
for beginner & pro! (#780)

Cambridge Thoroughbred Handicapper This horse can

do! Also picks best choice in dog races! (#918)

Cavequest Text and graphics adventure with monsters and
goid aplenty. (#451)*

Composer By Oak Tree Software See & play m usic by the

note. (#794)

'

Computer Contract Bridge For the novice. (#713)

Computer Greeting Card Create & send your own custom
Xmas S birthday musical greeting cards on disk! (#839)

Crossword Creator Automatically creates a crossword
puzzle from words and clues you choose! (#81 9)

Eamon: The Hall & The Ice Caves First 2 disks in this text

adventure series. Good treasure hunting! (#296, #297)

The Hy The old Shell Game. Is your eye faster than the fly?

Also, Asteroid and others! (#203)
*

Funnels & Buckets Kids love this arithmetic game! Solve

falling equations before they hit the bucket! (#229)

Get Lucky! Strip poker, strip trivia for aduft amusement.
(#711)*

Golden Wombat of Destiny Text adventure from those folks

down under. G'day! (678)
*

Greatest Arcade Games DonkeyKong, Scramble.

Flightmare, Spacewar & more! (#457)
*

Hangman Challenging. Good for slow times at the office!

(#153)

Hotboot St Insults Is it nice to play practical jokes on your

friends' computers? You bet! (#619)

IQ Builder Synonyms, Antonyms & analogies. Also,

Mastermind & Nim. (#18)

"

Jukebox Plays 10 songs, "Can't Get No Satisfaction". Also

3d Tick Tac Toe. (#100)

"

KidGames Spelling, time telling for ages 2-6, "A blast"

(#705)

'

Landmine Can you make it across alive? Also, Fire, Airtrax.

P-Trooper& more! (#456)
*

Life Forms Grow living patterns on your screen. (#802)
*

Lotto Fever Gives your horoscope S lucky lottery number!

(#929)

Mahjong Fast moving, dynamic game. (#641 }

*

• Mix ft Up Pro Lotto—increase your odds, plus Nevada Poker

Machine, and text adventures Mutant Invasion & Intercept,

(#911)
1 Namegram & Breakdown Werd program creates

anagrams. "This disk is dangerous. I've lost sleep running it!"

(#477)

• Nuke SF Graphic demo of nuclear destruction. Also,

Cribbage, Slot Machine & more! (#228)
*

Origami Learn to fold Japanese paper sculptures! (#408) * **

Patrick's Best Games Arcade panic! 7games: Packgal,

Castle, Bugs, 3-Demon, Space Invaders S more! (#476)
*

PC-Chess Check! Your move. Great for laptops, as well!

(#120)

PC-Musician Create Splay songs! (#127)

PCjr Educational Games Grade school fun! (#241 -req PCjr)

Pianoman & Player Piano Play, edit and save music, (#279)

Pinball Rally For the pinball addict! 3 games including

TWILZON2. Don't tilt! (#557)'

Poker & Ultima21 How good a bluffer are you? (#791 )

*

PrinterArt From Darth Vader to unclad femmesfatales.

(#l54-req dot printer)
*"

Rocket Simulation Launch a rocket. Land a Lunar Lander,

create 4-d Hyper cubes. (#945)

'

Seawolf You sank my battleship! Also Solitaire and Grinch.

(#174)"

Sleuth A murder's been committed. Question the witnesses,

search the premises, and find the suspect before he finds

you! (#694)

Super Nova You're stuck on a remote mining planet!

Escape or eat dirt! Text Adventure. (#952)

Super Pinball Chute, Blackbox, Zipper, Star & Double! Fast

flipper action! (#723)
*

Trivia How smart are you? Choose between Science and
Nature, Sports. Entertainment and Mixed Bag! (#327, #328)

Tune Trivia Name that Tune! (#475)

Two Treks Beam me up, Scottie! (#197)

Wheel of Misfortune Over 1 ,000 phases and a moving

"Vanna" (#891)

Willy The Worm Fast action for the younger set. (445)
'

NEWESTRELEASES
• Apollo Mission Simulator One small step for

man...(#987-req 8087 math co-processor)

Battle Ground Great simulation of WWII field combat for 2
players. Also. Arionx:SeekerofGans—for math wizards!

(#1090)"

• Board Games PC-Pente, Pyramids, Yahtzee (#993)

"

• Eamon, Assault on the Clone Master Destroya be
destroyed! Text adventure. (#1038-req disk #296. Eamon,
The Hall)

• Eamon, Quest for Trezore Find Trezore, or die trying. Text

adventure. (#1 039-req disk #296, Eamon, The Hall)

FRP Game Utility For Dungeons & Dragons masters, rolls

the dice for you and more! (#1 063)
- GameFunForAIII_asVegasCasino:blackjack,poker,

dollar slots! Also, Caslle Droganya...bring your own stake!

(#1074-reqEGA)
• Handwriting Analysis Produces detailed report on your

personality, intellectual style, vocations! (#1050)

• McMurphy's Mansion Your uncle died leaving you a
fortune...somewhere? Also, RED PLANET adventure. The
last crew never came back! (#1073)

• Nethack Huge Dungeons & Dragons game,.hack your way
to fortune! (#1000-req hard disk)

• Opus 1 Brain Teasers Body Talk, TV & Film, 2 Way Words.

Books & Plays for trivia madness. (#997)

• Time Travelor Have fun learning American history.Zap! You
are in the past Aso,FadngTheEmpire--inlricategameof

strategy & logistics. Only you can save the Federation.

(#1075)

SPECIAL:
• HGCfBM Lets your Hercules card run color programs!

(#870)

Note: All our programs have instructions on the disk to get you up-and-runnmg! For those programs you find useful, an additional fee sent directly to

the program's author wilt register you and provide you with added benefits, such as: printed documentation, updates, etc.

$39 Super Membership Special

57 Value)

What You Get:

"424 pg book, THE PC-SIG LIBRARY
Describes over 700 money
saving software titles that

allow your computer to do
everything from fighting

Martians to balancing a
spreadsheet.

"224 pg book, THE SUPPLEMENT
Features over 400 more of the latest software
titles now available guaranteed to entertain you,

increase your productivity, and make life with

your computer a whole lot easier!

*-
) year Subscription to SHAREWARE MAGAZINE
The only publication designed to keep you aware
of amazing new programs not yet available in

stores that you can "try-before-you-buy!"

"3 (Three) FREE disks ofyour choice

"Special Members Only Discounts:

-Buy 10 disks, Get 2 more Free!

-Buy 20 disks, Get 5 more Free!

Enter disk # desi

1. 6. 11. 16

2. 7. 12. 17

3. 8. 13. 18

4. 9. 14. 19

5. 10. 15. 20

Membership special $39 _
3 Free disks #'s

Disks $6 each _
Members Only:

(Buy ]() get 2 free. Buy 20 get 5 free)

Free#'s

Subtotal

In CA add 7%state sales tax _

Shipping and Handling

TOTAL _

Payment by: Check Visa MC

Card No

Exp. Date Sig.

Name

1030 D East Duane Ave.

Sunnyvale, CA 94086
(408)730-9291

Call 800-245-6717
(In CA 800-222-2996) dept.791

Valid in L'SAOnh.
Offer expire* DreembtrX 1988

Specials cannol be combated with any other discounts.

To Order Call 800-245-6717 (In CA : 800-222-2996)
Circle 45 on Reader Service card.
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ADVENTURE continued

larware. This is a hybrid text and
graphics adventure where you try to

escape the clutches of aliens in order
to save the earth. It has an excellent

parser that understands complex
statements. The graphics are a little

unusual, as they do not exist on disk

as predrawn bit-mapped pictures but
are loaded from disk as instructions

and quickly redrawn on screen. This
takes a little getting used to, but it

allows a great many different pic-

tures on a single disk.

Also from Polarware is Talisman
(CGA/HGC, 256K, $19.95). This two-
disk game is another text and graph-
ics hybrid that has as its scenario a

battle with an evil genie in ancient
Persia. You must seek and find a mag-
ical talisman that can be used to de-

feat the genie. As with Oo-Topos, the

graphics are redrawn with each
scene, but this program's technique
is fast and there are over 150 different

pictures in the game. Talisman's par-

ser allows complex multiple-sen-
tence commands. Its vocabu-
lary is quite large, supporting about
a thousand words.
Next we come to The President Is

Missing! (CGA/EGA, 256K, $29.95),
a graphic adventure from Cosmi.
This is a multimedia adventure
game, as it has not only text and
graphics but includes a cassette tape
that you must listen to in order to

play the game. Your role is that of a
CIA operative trying to discover the
whereabouts of the kidnapped Amer-
ican president. Graphics are heavily
used, with digitized images of people
and places.

Continuing with graphic adven-
tures, I came to a game that is differ-

ent both in approach and in scope.
Starflight (CGA/HGC, 256K, $49.95)
from Electronic Arts is a graphic ad-

venture on a cosmic scale. You have
over 270 star systems and 800
planets to explore. Many of them are

populated with alien species, with
which you must communicate. The
gameplay includes space scenes, an-
imation, and strategy. This is an en-

tirely menu-driven game, where you
make your choices from a list of avail-

able options.

Animation with Sound
Mindscape has created a series of

three unique and intriguing graphic
adventure games. While there is

some text input required, you rely
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Space Quest II: Vohaul's Revenge

mostly on the visual images pre-
sented on the screen. And unlike
other graphic adventures, in these
games nearly everything on the
screen is an object that can be ex-

plored, opened, or used.

Using the keyboard, joystick, or
mouse, you merely point to the thing

you want and the computer recog-
nizes it as a discrete object, not just a
part of the picture. While the graphics

are fairly good, these games set them-
selves apart even more by the inclu-

sion of animation and high-quality
digitized sounds. So guns sound like

guns, doors creak, and thunder really

thunders.

The first of these is Deja Vu: A
Nightmare Comes True (CGA,
512K, $39.95). In this game you are

a detective who wakes up in a rest-

room with a terrible hangover, and
you not only can't remember how
you got there, you don't even know
who you are. To make matters worse
a murder has been committed, and
the police think you did it. It's up to

you to find the answers before the

cops get you.
The second game is Uninvited

(CGA, 512K, $39.95). This is your
classic haunted house story. Your car

breaks down, you go to a nearby
house for help, and the next thing
you know you are up to your neck in

ghosts, demons, and things that go
bump in the night. The graphics are

good, the story is excellent, and the

sounds are realistic enough to make
the game downright spooky.

Finally, there is Shadowgate (CGA,
640K, $44.95). This is a fantasy story

where you are the noble young hero
out to rescue your land from the evil

clutches of the Warlock Lord. Again
there are object-oriented graphics,

animation, and digitized sounds, as
well as a wide assortment of mon-
sters such as dragons, demons,
wraiths, trolls, and wizards.

3-D Graphics
Now come the adventure games

that make the most use of the current
PC hardware. These are the high-res-

olution, multicolor, animated, and
fully three-dimensional graphic ad-
ventures. Because of the high degree
of animation, these games could eas-

ily be confused with cartoons, yet
they are adventure games in every
bit of the classical sense. There is a
storyline to follow, a plot to unravel,

places to explore, puzzles to solve,

and a conclusion to reach. But in

these games there is as much stimu-
lation for the eyes as there is for the
mind.

Sierra On-Line has produced many
of these games, improving their tech-

niques with each release. One of the

first was Space Quest: The Sarien
Encounter (CGA/EGA/VGA/MCGA/
HGC, 256K, $49.95), the story of

Roger Wilco the starship janitor who
unwittingly becomes a hero after his

ship is attacked and destroyed by a
group ofnasty aliens. Hisjob is to find

the Star Generator and get it out of

the hands of the Sariens. You move
your hero with the cursor keys or a
joystick. Since this is a three-dimen-

sional game, Roger must walk
around objects (in front or behind)
and not merely bump into them. The
background scenes often contain an-

imated displays that occur while the

characters are moving around.
Space Quest II: Vohaul's Revenge

(CGA/EGA/VGA/MCGA/HGC , 256K,
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WORLD CLASS LEADER BOARD
Pro Golf Simulator

Now you have the opportunity to play the same courses that have

challenged golf's greatest legends. "WORLD CLASS" LEADER
BOARD features three famous 18-hole golf courses and each hole

authentically reproduces the distance, traps, trees, rough and
water hazards of:

St. Andrews - "The Most Revered Course in Golf"

Doral Country Club - "The Florida Blue Monster"
Cypress Creek - "The Largest and the Finest"

The Fourth course, designed specifically for "WORLD CLASS" is

the "GAUNTLET COUNTRY CLUB". Only those who have

mastered the best courses in the world should expect to come
close to par at "THE GAUNTLET".

"WORLD CLASS" will challenge you with the same strategy and

option decisions you face in your real game. And because the look

and feel are so life-like, it may improve your actual golf game as well!

C-64/128, AMIGA, IBM PC, APPLE II SERIES, MACINTOSH

HEAVY METAL
Modern Land Combat

Do you have the courage, skill and intelligence to move up the

ranks in today's modern army? Here's your chance to find out.

Find yourself in a full simulation of an M1 A1 Abrams tank, the

U.S. Army's most sophisticated and powerful main battle tank.

Or how about behind the wheel of an XR 31 1 FAV (fast attack vehicle)

going over 100 mph attacking enemy supply depots. Trying to defend

your supply stations is going to be less difficult using an ADAT (air

defense anti-tank) system, but it will never be easy. You'll face a

challenge you never expected to get in OTS (Officer's Training

School). Add to this the fact that battles are going on at three different

fronts at once and you'll soon find out what you're made of. Do you

have what it takes? TAKE THE HEAVY METAL CHALLENGE TO

FIND OUT!

C-64/128. AMIGA, IBM PC

ECHELON
Space Flight Simulator

As a top ISF pilot you are given command of a C-104 Tomahawk
and are stationed in Patrol Zone 106. Yours is the only patrol craft

in this zone and you must fly daily reconnaissance missions and

search for artifacts and clues that may reveal the location of the

Space Pirate Stronghold.

ECHELON is a true simulator that puts you at the controls of the

C-104 and in the heart of the action. The craft can be operated inside

the patrol zone under 3 different classifications. These include:

(1) Scientific - This level is for those who wish to fly, explore and

gather information without being attacked.

(2) Patrol - Encounter enemy spacecraft while exploring the

unknown.

(3) Military - Non-stop action facing hostile enemy spacecraft.

C-64/128, APPLE II SERIES, IBM PC

Ls= software incorporated Circle 41 on Reader Service card.

If you can't find our products at your local dealer, you can order direct. For

mail orders, enclose check or money order, plus $1 .00 shipping and handling,

and specify machine version desired. Order by phone on VISA, MasterCard

or C.O.D. by calling TOLL FREE (800) 824-2549.

ACCESS SOFTWARE. INC., 545 W. 550 S., Suite 130, Bountiful. UT 84010.
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ADVENTURE continued

$49.95) is a recent sequel to the orig-

inal Space Quest. In this game Roger
must save the world from being in-

vaded by legions of cloned insurance
salesmen. The graphics are very well

done, especially in the EGA or higher
modes.
New from Sierra is Police Quest

(CGA/EGA/VGA/MCGA/HGC, 256K,
$49.95). This is a 3-D graphic simu-
lation of a police officer's job, with the
ultimate aim of capturing the arch-

criminal called "The Death Angel."
You are a street cop who must give

out tickets, fight the bad guys, and fill

out paperwork. You also have to fol-

low normal police protocol and not
just start blasting at suspects. Like
other games of this type, it has ani-

mation, very colorful high-resolution
graphics, a good text parser, and a
good story.

Another of my favorite adventures
is King's Quest III: To Heir Is Hu-
man (CGA/EGA/HGC, 256K, $49.95)
from Sierra On-Line. Without doubt
the best of the three games in the
King's Quest series, it features really

nice graphics, great music and
sounds, automatic mapping of places
you have been, and pop-down
menus.
The story centers around an evil

wizard and you, his young slave. The
wizard plans on killing you when you
reach a certain age (which will be
quite soon). You must learn his mag-
ical secrets, find the ingredients
needed for the magic potions, and
then use them against him. Once
freed, an even more difficult task lies

ahead; you have to fight a monstrous
snow creature and a deadly dragon to

rescue a princess.

For Adults Only
For the adult gamer, Sierra On-Line

has the funniest game I have seen in

a long time. Leisure Suit Larry in

the Land of the Lounge Lizards
(CGA/EGA/VGA/MCGA/HGC, 256K,
$39.95) is a hilarious, rather risque,

3-D animated graphic adventure. In

this one you play Larry, who is some-
what of a jerk and spends his nights

looking for the girl of his dreams.
Along the way he visits bars, casinos,

and nightclubs and meets some wild
people of the street, including thugs,
winos, taxi drivers, and the kind of

girls Mom warned you about. This
game is definitely not for children or

those easily offended, but for those
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Zak McKracken
and the Alien Mindbenders

who can tolerate a little sleaze, it is

great fun.

Mouse-driven Adventures
From the software division of Lu-

casfilms comes another type of ani-

mated graphic adventure game, the

mouse-driven adventure game.
These games have many of the as-

pects of other 3-D games, but all the
commands needed to control the
character are on your screen. If you
want a character to walk to the door,

just point at the door and click a but-

ton. To pick up something, point to

the words "Pick up" and then click

on the object you want.
The animated characters will walk

around obstacles to get where you
want them to go. Sound and music
are used throughout these games.
One of the foremost of this type is

Maniac Mansion (CGA/EGA/VGA/
MCGA/HGC, 256K, $44.95) by Lu-
casfilm Games. The story begins with
a weird asteroid striking the earth
near Dr. Fred's house. Twenty years

go by and a lot of strange things are

going on in the house. Your girlfriend

Sandy has been kidnapped by Dr.

Fred, who really likes her brains. You
and two companions that you choose
must enter the house, explore it, find

Sandy, and free her from the clutches

of the diabolical Dr. Fred, Nurse
Edna, and Weird Ed.

A newer release from Lucasfilm
Games is Zak McKracken and the
Alien Mindbenders (CGA/EGA/
VGA/MCGA/HGC. 256K, $44.95). In

this game yet another group of aliens

is hatching a world domination plot.

As Zak McKracken you must uncover
the details and, with only a few spe-

cial tools like a stale loaf of bread, de-

feat the evil alien forces. As in Maniac
Mansion, to control the character
you need only point to the action you
want, then point at the object to per-

form the action on. The graphics in

this game are excellent, it has great

sound, and the story has quite a bit of

humor.
So there you have it. From the early

days to the latest technology frontier,

adventure games remain a staple of

computer entertainment. Obviously
this is only a sample of the available

games, but it does give you a good
idea of what types of adventures you
can expect to find. In future issues
PCGames will look at select groups of

these games in more detail. Until
then, happy adventuring.

—Lou Wallace

Lou Wallace is the technical manager
ofRUN magazine and a contributing
editor for AmigaWorld magazine. He
has been playing games for over ten
years.

The Midway section of the next

PCGames will look at games that

deal with golf, helicopters, Star

Trek, martial arts, TV games,

finance, and travel.
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Adult
Software

For IBM PC, XT, AT, PS/2 & Compatibles

GRAPHICS CARD NEEDED

Over 20 volumes

now available.

With games, graphics,

animation & more.

Disk prices listed are

for 5'A" diskettes.

3'h " add 1$ per volume

Volume I $11.95 ppd
Volume H $11.95 ppd
Volume III $16.95 ppd
New Series

Ml thru M7 $5.00 each ppd
Updated Catalog Diskette $5.00 ppd

World's Largest Distributor

Check, Money Order, Bank Check Accepted

AOS
P.O. Box 106 CD
Marion, CT 06444

Must State Age is Over 21 visa

IBM is a Registered Trademark of IBM Corp.

Master
Card

Circle 34 on Reader Service card.

NEMESIS

a game of strategic elegance, has been a way

of life in the Orient for over four thousand years.

Many consider Go to be the secret of the Japanese

businessman's sucess in the world market. "While

chess is a game of war, Go is a game of market share"

[President of Nikko Hotels).

"If you are interested in Go,

buy this program." j.Poumeiie

Game of the Month BYTE 7/87

NEMESIS™ Go Master®, based on Wilcox's

revolutionary Go theory "Instant Go" and Artificial

Intelligence technology, is the only Go program which

imitates human piay.

° The only Go program endorsed by the Japan Go
Association

° The only Go program rated in human
tournaments

° The standard by which all other Go programs

are judged

Toyogo, Inc. (617) 861-0488

76 Bedford Street, #34-G, Lexington MA 02173

$79 Go Master®

$49 Joseki Tutor™

$59 Tactical Wizard™ Add $6 U.S. S&H

NEMESIS™ Go Master®

° 19x19, 13x13, 9x9 Boards
0 Handicapping
0 Playing either or both sides
0 Teaching assistance by

explaining it's moves or

suggesting moves
° Scoring available at any time

during a game, displaying

stones presumed dead

NEMESIS™ Joseki Tutor™
Over 1000 Joseki (fixed

sequences of moves equitable

for both players)

NEMESIS™ Tactical Wizard™
Life & Death analysis on any

arbitrary problem

Both the Tactical Wizard &
the Joseki Tutor include:

° Playing against the computer
° Leafing through completed

sequences in the context of

your games
° Examining next moves leading

to your goal

All products include:

" Saving and printing games
° Entering professional games or

your friends'

° Taking back and replaying

moves
° Setting-up arbitrary board

situations

0 Auto-replay mode
0 "Play the pro" replay mode

where you guess the next move

played!

Learn this fascinating

game with NEMESIS!

ADVERTISER INDEX

RS # ADVERTISER PAGE

41 Access Software 77
29 Accolade 21
60 Accolade 33
52 Actionware 89
11 Activision 23
10 Activision 39
53 Advanced Gravis Computer Technology . 71
34 AOS 80
47 Blue Lion Software 16

23 Broderbund Software 11

25 Broderbund Software 13

56 Broderbund Software 17

28 Capcom U.S.A 51

1 Cinemaware Corporation 7

3 1 Creative Labs 69
24 Data East USA 67
40 Discovery Software 2

5 1 Electronic Arts 27
33 Electronic Arts 40,41
30 Electronic Arts 55
18 Epyx CII

17 Epyx 36,37
20 Epyx 50
19 Epyx 60,61
16 Epyx CIII

55 First Row Software 15

9 Gamestar 85
59 Great Game Products 34

13 IB Magazette 8

3 Joker Software 1

8 Konami 24, 25
2 Lance Haffner Games 95

26 Lucasfilm Games 57
2 1 Melbourne House 35
35 MicroProse 31

39 MicroProse 59
48 MicroProse 79
12 New World Computing 49
4 Origin Systems 19

50 Origin Systems 91

14 Paragon Software 43
45 PC SIG 75

5 Rainbird Software 29

6 Sierra On-Line CIV
37 Simon & Schuster Software 63
61 Sir-Tech Software 87
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36 Spectrum HoloByte 45
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27 Wesson International 62
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SOFTWARE DISCOUNTERS
of America . Free

S

hiPP i ng on orders

For Orders Only- 1-800-225-7638 over $100 in continental USA
PA Orders- 1-800-223-7784 • No Surcharge for VISA/MasterCard
Customer Service 412-361-5291 • Your card is not charged until we ship

Pnmeuicnjo

LATINUM.
A full-featured desk-

top publishing tool

that allows you to

design, layout, pro-

duce, and print top-

quality professional-

looking documents.

Publish It!

List $199.95

Our Discount Price $129

ACCOLADE
Ace of Aces $9.88
Bubble Ghost $23
Hardball $9.88
Mean 18 Golf $29
Mean 18 Famous
Course Disk #2 $14

Mean 18 Famous
Course Disks #3 & 4 $23

Mini-Putt $24
Test Drive $24
ACTION SOFT

Up Periscope $19
ACTIVISION

Black tack Academy . . $24
Hacker 1 or 2 . . $9.88 Ea.

Last Ninja $26
Maniac Mansion $29
Might and Magic ... .$32
Rampage $24
Shanghai $23
Zak McKracken $29
ALTURAS
Maxx Yoke Adapter . . $69
ARTWORX
Bridge 5.0 $19
Creative Cuisine $19
Strip Poker $25
Data Disk #1 Female .$14

Data Disk #2 Male . . .$14

Data Disk #3 Female .$14

Linkword Languages:

French $19
German $19
Spanish $19

AVALON HILL

NBA Basketball $25
Super Bowl Sunday ... $23

BOX OFFICE

Alf's First Adventure $9.88

California Raisins ... .$16

Captain Power $16
High Rollers $9.88

$100,000 Pyramid . .$9.88

Psycho $16
BLOC DEVELOPMENT
Form Tool $59
BRODERBUND
Ancient Art of War. . .$27
Ancient Art of

War at Sea '$27

Bank St. Writer Plus . . $49
Carmen San Diego

Europe $29
USA $29
World $25

Downhill Challenge ..$19

Karateka $9.88

Loderunner $9.88

Memory Mate $44
Print Shop $36
P.S. Companion $32
P.S. Graphics

Library #1 or #2 $21 Ea.

Science Tool Kit $49
CENTRAL POINT
Copy 2 $23
PC Tools Deluxe $47
CINEMAWARE
Defender of the Crown$25
S.D.I $25
Three Stooges $32
DATA EAST

Ikari Warriors $24
Karnov $24
Lock On $24

Meet the Bubble

Ghost—a phantom
destined to travel the

halls of an eerie cas-

tle, forever blowing

bubbles. Super-natural

arcade action that'll

blow you away!

Bubble Ghost
List $34.95
Our Discount Price $23

Our largest selection of software

ever for your IBM or Compatible!
DATASOFT
Alternate Reality: City . $26
Hunt for Red October .$32

Tomahawk $21

DAVIDSON
Algeblaster $30
Grammar Gremlins . . .$30
Math & Me $24
Math Blaster Plus $30
Spell It $30
Word Attack Plus .... $30
ELECTRONIC ARTS

Software Classic Series:

Adventure Const. Set $9.88

Arctic Fox $9.88

Lords of Conquest . . . $9.88

Marble Madness $9.88

One-on-One $9.88

Patton vs. Rommel . . $9.88

Pinball Const. Set .

Seven Cities Gold .

Super Boulder Dash .

World Tour Golf.

ELECTRONIC ARTS

Alien Fires $23
Bard's Tale $32
Chessmaster 2000 $26
Chuck Yeager's AFT ... $26

.$9.88

. $9.88

. $9.88

. $9.88

Champ. Basketball . .$9.88

GFL Ch. Football $24
Star Rank Boxing 2 . . .$24

HI-TECH

Print Power $9.88
Sesame St. Print Kit .$9.88

INFOCOM
Beyond Zork $32
Hitchhikers Guide . .$9.88

Infocomics:

Gamma Force $8.88
Lane Mastadon . . .$8.88

Zork Quest $8.88

Leather Goddesses . . $9.88

Zork 1 $9.88

Zork Trilogy $32
LEARNING COMPANY
Math Rabbit $24
Reader Rabbit $24
Think Quick! $32
Writer Rabbit $32
MECA
Andrew Tobias: Managing
Your Money $139

MELBOURNE HOUSE
|ohn Elway's QB $19
MICROPROSE

BuS DATA
B"b EAST PLAT

1

N
Experience the full impact

of the award-winning film,

as you lead your platoon

through the jungles, villages,

underground tunnels,

bunkers, and foxholes of

war-torn Vietnam.

Platoon

List $39.95

Our Discount Price $24

Deluxe Paint 2 $65
Earl Weaver Baseball . .$26

Empire $32
Rockford $26
Scrabble $26
Starflight $32
Twilights Ransom $23
EPYX

Boulder Dash
Construction Kit . . . .$14

California Games $24
Death Sword $19
Destroyer $24
4x4 Off Road Racing . . $24
Home Video Producer . $32
Impossible Mission 2 . .$24

Print Magic $39
Spy vs. Spy 3: Arctic Antics$14

Street Sports Baseball .$14
Street Sports Basketball$14

Street Sports Soccer . .$14
Sub Battle Simulator .. $24
Summer Games 2 . . . .$14

Winter Games $14
World Games $14

GAMESTAR
Champ. Baseball . . .$9.88

F-15 Strike Eagle $21
F-19 Stealth Fighter . .Call

Gunship $32
Pirates $25
Silent Service $21

Ml N DSCAPE
Balance of Power . . . $32
Blockbuster $23
Captain Blood . .$24
De |a Vu $24
Gauntlet $24
Infiltrator 2 $19
Into the Eagle's Nest. .$23
MISL Soccer $24
Paperboy $24
Shadowgate $29
Super Star Ice Hockey $24
Super Star Soccer $24
MY SOFTWARE
My Label Maker $9.88

My Mail List $9.88

My Phone Book $9.88

ORIGIN
Moebius $25
Ultima 1 or 3 $25 Ea.

Ultima 4 $39
Ultima 5 $39

^SIERRA
Travel with Rosella,

the beautiful princess

and heroine. Journey

to a town far away on

a frantic search for the

one item that can save

your father from cer-

tain death.

King's Quest IV

List $49.95

Ow^iscoun^nce^32
SHARE DATA
Concentration $9.88
Family Feud $8.88

Jeopardy $8.88
Wheel of Fortune . .$8.88

Wheel of Fortune 2 .$9.88

SIERRA

Black Cauldron $24
Gold Rush $24
King's Quest

1, 2, or 3 $32 Ea.

King's Quest 4 $32
Leisure Suit Larry . . . .$24
Leisure Suit Larry #2 .$32

Manhunter $32
Mother Goose $19
Police Quest $32
Space Quest 1 or 2 $32 Ea.

3-D Helicopter Sim. . .$32
Thexder $23
SIMON & SCHUSTER
Star Trek:

Rebel Universe $32
Typing Tutor 4 $32
SIR TECH
Deep Space $24
Wizardry Series:

Knight of Diamonds $32
Legacy of Lylgamin .$32
Proving Ground . . . .$32
Return of Werdna . . $32

SPECTRUM HOLOBYTE
Falcon $32
Solitaire Royale $23
Tetris: The Russian

Challenge $23
SPINNAKER

Backgammon $14

Eight in One $39

Kindercomp Gold $24
Resume Kit $24
Splash $65
SPRINGBOARD
Certificate Maker $24
CM. Library #1 $19
Newsroom Pro $49
SSI

Adv. Dungeons & Dragons:

Pool of Radiance . . .Call

Gettysburg $39
Kampfgruppe $39
Questran 2 $29
Star Command $32
Stellar Crusade $32
War Came Const. Set. $23
Warship $39
THREE SIXTY

Dark Castle $24
Harpoon $24
THUNDER MOUNTAIN
Pac Man $6.88

Top Gun $6.88
TIMEWORKS
Data Manager $25
Partner $25
Publish It! $129

Publish It Clip Art . . .Call

Swiftcalc w/Sideways . $25
Word Writer $32
TITUS

Crazy Cars $24
Fire & Forget $24

WEEKLY READER
Stickybear Math 1 or 2$23 Ea.

Stickybear Numbers . .$23
Stickybear Reading . . .$23

Stickybear Spell Grabber$23

MINDSCAPE

This is it. The
game everybody's

been waiting for.

Gauntlet, the

most successful

arcade game of

all time has come
home.

Gauntlet

List $39.95

Our Discount Price $24

P.O. BOX 111327-DEPT. PCG-BLAWNOX, PA 15238

*Please Read The Following Ordering Terms & Conditions Carefully Before Placing Your Order: Orders with cashiers check or money order shipped immediately on in stock items! Per-
sonal & Company checks, allow 3 weeks clearance. No C.O.D.'s! Shipping: Continental U.S.A.-Orders under $100 add $3; free shipping on orders over $100. AK, HI, FPO, APO-add
$5 on all orders. Canada & Puerto Rico-add $7.50 on all orders. Sorry, no other International orders accepted! PA residents add 6% sales tax on the total amount of order including
shipping charges. CUSTOMER SERVICE HOURS: Mon.-Fri. 9 AM-5:30 PM Eastern Time. REASONS FOR CALLING CUSTOMER SERVICE—412-361-5291 (l)Status of order or back order
(2)if any merchandise purchased within 60 days from S.D.of A. is defective, please call for a return authorization number. We will not process a return without a return auth. #! Defective
merchandise will be replaced with the same merchandise only. Other returns subject to a 20% restocking charge! After 60 days from your purchase date, please refer to the warranty
included with the product purchased & return directly to the manufacturer. Customer service will not accept collect calls or calls on S.D.of A.'s 800# order lines! Prices & availability
are subject to change! New titles are arriving daily! Please call for more information. ORDER LINE HOURS: Mon.-Thurs. 9:00 AM-7:00 PM Fri. 9:00 Am-5:30 PM Sat. 10:00 AM-4:00
PM Eastern Time. EXTENDED HOLIDAY ORDER LINE HOURS Nov.l-Dec. 15: Mon.-Thurs. 9:00 AM-9:00 PM Fri. 9:00 AM-6:00 PM Sat. 10:00 AM-4:00 PM Eastern Time.

Circle 46 on Reader Service card.
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Due to space limitations, the entertainment software in this

buyer's guide is listed under the categories discussed in the

Midway section: Arcade, Sports, Vehicles, Fantasy, Strategy,
and Adventure. Other types ofgames are listed under Miscellaneous.
PCGames will further define subcategories of software in upcoming articles. Because of the

explosive nature of the entertainment software market, no buyer's guide is ever complete at

press time. However, we have made every effort to make this the most complete and
comprehensive collection of entertainment software possible.

COMPANY: (EA) = distributed by Electronic Arts

MEMORY: RAM needed to run program

GRAPHICS MODE: graphics standard the program will use.

T = text only, H = Hercules graphics card, C = CGA (Color

Graphics Adapter), E = EGA (Enhanced Graphics Adapter),

fWCfWE

MC = MCGA (Multicolor Graphics Array, V = VGA (Video

Graphics Array)

HARDWARE: J =joystick, HD = hard disk, M = mouse, x = no
special requirements. All games can be played directly from
the keyboard, except where noted with *. Devices with * are
required.

DISK SIZE: AV = available at extra cost

TITLE COMPANY MEMORY GRAPHICS MODE HARDWARE DISK SIZE PRICE

ALF Box Office 2S6K C/E X SV, or 3V, $14.99

Arctic Antics: Spy vs. Spy III Epyx 128K C X 5V, $19.95

Autoduel Origin Systems 256K H/C/E X 5Y4 or 3% $39.95

Bad Street Brawler Mlndscape 256K C/E J 5V, $29.95

Beyond Castle Worfenstein Muse 128K C J 5Y, $15.95

Bionlc Commando Capcom U.S.A. 256K H/C/E J SV, $34.95

Blockbuster Mlndscape 256K c J, M SV, $34.95

Bop'n Wrestle Mlndscape 128K c J SV, or 3V, $29.95

Boulder Dash Construction Kit Epyx 128K c X SV, $24.95

Bruce Lee Datasoft(EA) 128K c X SV, $24.95

Bubble Ghost Accolade 256K H/C/E X SV, and 3V, $34.95

Captain Power Box Office 256K C/E X SV, or 3V, $14.99

Carrier Command Ralnblrd 512K C/E/V X SV, and 3V, $39.95

Castle Worfenstein Muse 128K C J SV, $13.95

Championship Lode Runner Broderbund 128K c J SV, $34.95

Chase on Tom Sawyer's Island, The HI Tech Expressions 256K c J SV, $9.95

Circus Maximus Avalon Hill 128K c SV. $25.00

Commando Data East 256K c SV, $19.95

Contra Konaml 384K c SV, $34.95

Crazy Cars Titus 256K H/C 5y„; 3V, AV $39.95

Crossbow Absolute Entertainment 256K H/C/E/MC/V J, M sv, and 3V, $42.95

Dark Castle Three-Sixty Pacific 256K C/E J, M 5V,] 3V, AV $39.95

Death Sword Epyx 256K C SV, $29.95

Defender of the Crown Cinemaware 256K H/C/E J, M SV, and 3V, $39.95

Dig Dug Thunder Mountain 128K C SV, $9.95

Drag Race Eliminator Family Software 128K c sv. $34.95

Feud Mastertronic 256K C/E 5% 3V, AV $9.99

Fire and Forget Titus 256K H/C 5v;;3yiAv $39.95

Galaxian Thunder Mountain 256K C sv, $9.95

Gauntlet Mlndscape 256K C/E sv. $39.95

Ikari Warriors Data East 2S6K C/E J* SV, and 3V, $39.95

Impossible Mission II Epyx 256K C sv. $39.95

Into the Eagle's Nest Mlndscape 256K C/E SV, or 3y, $34.95

Jr. Pac-Man Thunder Mountain 256K C sv. $9.95

Karateka Broderbund 128K H/C SV, or 3V, $14.95

Karnov Data East 512K H/C/E j* sv. $39.95

Last Ninja, The Actlvlsion 512K C/E 5V, and 3y2 $42.95

Lock-On Data East 256K H/C/E SV, $39.95

Lode Runner Broderbund 128K H/C SV, or 3V, $14.95

Marble Madness Electronic Arts 2S6K C 5y,or3y2 $34.95

Master Ninja: Shadow Warrior of Death Paragon Software (EA) 256K C sv. $34.95

Matterhorn Screamer Hi Tech Expressions 256K C sv. $9.95

MlnKSorf Artworx 512K H/C SV, and 3V, $19.95

Mini-Putt Accolade 256K H/C/E SV, and 3V, $39.95

Ms. Pac-Man Thunder Mountain 128K C/E sv. $9.95

Night Mission Pinball subLogic 64K C/E/MC/V SV, and 3V, $39.95

Ninja Mastertronic 256K C/E sy,; 3% av $9.99

Off Shore Warrior Titus 256K H/C/E 5y4; 3% AV $39.95
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continued

TITLE COMPANY MEMORY GRAPHICS MODE HARDWARE DISK SIZE PRICE

Pac-Man Thunder Mountain 128K C/E j 5V, $9.95

Paperboy Mindscape 256K C/E j SY, $39.95

PC Tree Family Software 128K C j SY, $39.95

Pinball Construction Set Electronic Arts 128K C j 5Y, $14.95

Pinball Wizard Accolade 256K H/C/E SY, and 3Y2 $34.95

Pirates! MicroProse 256K C/E j SY, $39.95

Pole Position Thunder Mountain 256K C j 5Y, $9.95

Thunder Mountain 128K C J* 5Y, $9.95

Rad Warrior Epyx 128K C 5V, $19.95

Rampage Activision 512K C/E j 5Y, and 3Y2 $37.95

Rocket Ranger Cinemaware 2S6K H/C/E j 5Y, and 3V2 $49.95

Rockford Arcadia 256K C/E j SY, $39.99

Rush'N Attack Konami 384K C/E j 5Y, $34.95

Shanghai Activision 256K C j 5Y, and 3Y2 $37.95

Shultz's Treasure ComputerEasy 128K C j 5V, $9.95

Skyfox II: The Cygnus Conflict Electronic Arts 384K C/E 5V, $29.95

Sky Runner Spinnaker 128K C 5Y, and 3Y2 $19.95

Soko-Ban Spectrum HoloByte 256K C j SY,; 3Y2 AV $29.95

Spiderbot Epyx 256K C 5V, $19.95

Starglider Rainbird 256K c J, M 5y„ and 3Y2 $29.95

StarQuake ShareData 256K c 5V, $9.99

Super Pac-Man Thunder Mountain 256K C/E 5V, $14.95

Tag Team Wrestling Data East 256K C 5V, $14.95

Tau Ceti Thunder Mountain 256K C 5V, $14.95

Tetris Spectrum HoloByte 256K H/C/E SY,; 3Y2 AV $34.95

Thexder Sierra On-Une 256K C 5V, and 3V2 $34.95

Three Stooges, The Cinemaware 2S6K C/E 5V, and 3Vj $49.95

Trojan Capcom U.S.A. 256K H/C/E 5V, $34.95

Uridium Mindscape 384K C/E 5V, $29.95

Victory Road Data East 256K H/C/E J* 5% and 3y2 $39.95

Willow Mindscape (Lucasfilms) 512K C/E J, M 5V, $39.95

Wizball Ocean Software (Mindscape) 256K C 5V, $14.95

Zany Golf Electronic Arts 256K H/C/E M 5V« $39.95

SPORTS
TITLE COMPANY MEMORY GRAPHICS MODE HARDWARE DISK SIZE PRICE

APBA Major League Players Baseball Random House 128K H/C X 5V. $59.95

Master Edition

APBA Major League Players Baseball Random House 128K H/C X 5V, $19.95

Old Timers Volume 3

Basketball Challenge XOR Corporation 320K H/C X 5V, $39.95

Basketball: The Pro Game Lance Haffner 256K T X 5V, $39.99

California Games Epyx 512K C/E X 5V, $39.95

Championship Baseball Infocom (Solid Gold) 256K C J 5V, and 3V: $14.95

Championship Boxing Sierra On-Line 128K C X 5V, $34.95

Championship Golf: Pebble Beach Infocom (Solid Gold) 128K H/C X SY, and 3YS $14.95

Computer Baseball Strategic Simulations 128K H/C X 5V, $14.95

Downhill Challenge Broderbund 256K H/C J 5V, or 3Y2 $29.95

Dream Team Fantasy Football MBI Software 256K T X 5V, $14.99

Earl Weaver Baseball Electronic Arts 256K C/E J, M 5V, $49.95

Earl Weaver Baseball Commissioner's Disk Electronic Arts 256K C/E J, M 5V, $19.95

Final Assault Epyx 256K H/C J, M 5% or 3V2 $39.95

Final Four College Basketball Lance Haffner 256K T X 5V, $39.99

Football Software Simulations 256K C X 5V, $29.95

4th & Inches Accolade 256K H/C/E X 5y, and 3y2 $39.95

4th & Inches Team Construction Disk Accolade 256K H/C/E X 5V, and 3Y2 $19.95

Full Count Baseball Lance Haffner 384K T X 5V, $39.99

Games: Summer Edition, The Epyx 512K H/C/E/MC/V J 5% or 3% $49.95

Games: Winter Edition, The Epyx 512K H/C/E/MC/V X 5V. $49.95
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SPORTS continued

TITLE COMPANY MEMORY GRAPHICS MODE HARDWARE DISK SIZE PRICE

GBA Championship Basketball Two-on-Two Infocom (Solid Gold) 256K C J 5V4 and 3V2 $14.95

GFL Championship Football Gamestar 256K C X 5Y4 and 3% $42.95

HardBall! Accolade 256K H/C/E X sy, and 3V2 $14.95

Hat Trick Capcom U.S.A. 2S6K C X $34.95

Indoor Sports Mindscape 256K C/E J 5y„ or 3% $29.95

International Hockey Artworx 512K C/E J 5% and 3y2 $19.95

John Ehvay's Quarterback Melbourne House 256K H/C/E/MC J 5% or 3% $29.99

Jordan vs. Bird: One on One Electronic Arts 284K H/C/E/V J 5% or 3y, $39.95

Mean 18 Accolade 256K H/C/E X 5V, and 3% $44.95

Mean 18 Course Disks Accolade 256K H/C/E X 5y, and 3% $19.95

Micro League Baseball Micro League Sports

Association

128K C X sy. $39.95

MISL Soccer Mindscape 256K C J 5% $39.95

NBA Avalon Hill 128K C X 5%; 3% AV $39.95

NFL Challenge XOR Corporation 320K H/C X sy. $99.95

Pete Rose Pennant Fever Gamestar 512K C/E J 5y. and 3y2 $39.95

Pro Challenge XOR Corporation 320K H/C X 5% $49.95

Pro Manager Avalon Hill 128K H/C X SV, $35.00

Pure-Stat Baseball Software Simulations 256K C/E J sy. $39.95

Pure-Stat College Basketball Software Simulations 256K H/C X $39.95

Skate or Die Electronic Arts 256K C/E J 5y. or 3% $34.95

Sporting News Baseball, The Epyx 256K C X sy. $39.95

Star Rank Boxing II Gamestar 256K C J 5y. and 3% $37.95

Street Football Capcom U.S.A. 256K H/C/E J 5% $34.95

Street Sports Baseball Epyx 256K C X 5% $19.95

Street Sports Basketball Epyx 256K H/C X sy. $19.95

Street Sports Soccer Epyx 256K H/C X sy. $19.95

Summer Games II Epyx 128K C X sy. $19.95

Super Sunday Avalon Hill 128K C X 5%; 3y2 AV $35.00

Superstar Ice Hockey Mindscape 2S6K C/E J 5% or 3y2 $39.95

Superstar Soccer Mindscape 256K C/E J sy. $39.95

10th Frame Access 256K C J 5% $44.95

3 in 1 Football Lance Haffner 256K T X sy. $39.99

TV Sports: Football Cinemaware 2S6K H/C/E X 5Y, and 3% $49.95

Winter Games Epyx 128K C X SV, $19.95
World Class Leader Board Access 256K H/C/E/V J sy.; 3ys av $44.95

World Games Epyx 128K C X sy. $19.95

World's Greatest Baseball Game, The Epyx 128K C X sy. $19.95

World Tour Golf Electronic Arts 256K H/C X 5y, or 3V2 $49.95

TITLE COMPANY MEMORY GRAPHICS MODE HARDWARE DISK SIZE PRICE

A.C.E. Spinnaker 256K C X 5y. and 3% $19.95
A.C.E. II Spinnaker 256K C X SV, and 3% $29.95
Ace of Aces Accolade 256K H/C/E X 5y. and 3% $14.95
Arcticfox Electronic Arts 512K C/E/V J sy, or 3y2 $29.95
B-l Nuclear Bomber Avalon Hill 128K H/C X sy. $21.00

B-24 Strategic Simulations 384K C X SV, $34.95
Chuck Yeager's Advanced Right Trainer Electronic Arts 256K H/C/E X sy. $39.95
Deep Space: Operation Copernicus Sir-Tech 256K cm X 5y. and 3y2 $34.95
Destroyer Epyx 256K c X sy. $39.95
Dive Bomber Epyx 320K C/E J 5y. or 3% $39.95
Dolphin Boating Simulator Dolphin Marine 512K H/C/E X 5y,; 3% AV $44.95
Dolphin Sailing Instructor Dolphin Marine 512K H/C/E X 5y,; 3% AV $289.60
Dolphin Sailing Simulator Dolphin Marine 512K H/C/E X sy.; 3% av $44.95
Dolphin Voyage Scenery Disks Dolphin Marine 512K H/C/E X sy.; 3y2 av $24.95
F-15 Strike Eagle MicroProse 128K C/E J sy. $34.95
F-19 Stealth Fighter MicroProse 128K H/C/E/MC/V J sy. $69.95
Falcon Spectrum HoloByte 256K H/C/E J sy, or 3y2 $49.95
Falcon A.T. Spectrum HoloByte 512K E/V J 5% and 3y2 $59.95
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I only play one

way— all out. That's

because real baseball

is tough, gutsy and

aggressive. And you

don't win ball games
unless you're willing

to play faster, harder

and better than every-

one else.yp

PETE ROSE
Baseball's Ail-Time Leading Hitter

Faster than Earl Weaver
Baseball™ Harder than

Hardball!™ Here's your

game— Pete Rose Pennant

Fever. Now you can play

every position and catch all

the action from eight different

field-level views!

Hear the crack of the bat,

the roar of the crowd, all the

umpire calls. Digitized voice

and sound plus the hottest

graphics bring you baseball

that's better than all the rest.

Because Charlie Hustle won't

accept anything less.

Take complete charge of all pitching and hitting

with pop-up option windows.

YOU'RE ON THE FIELD

Pick your heat from 23 pitches.

Gauge your throw and gun

down the runner. Steal second

in a cloud of dust. Five differ-

ent batting options give you all

the power of Pete.

Judge the fly scoop hot grounders, chase down
drives at the wall.

YOU'RE IN THE DUGOUT

Set a blistering batting order

and pitching rotation. Bring in

relievers, pinch-hitters and

pinch-runners. Call for the steal

or hit-and-run.

For IBM? Tandy* and 100% Compatibles. 512K RAM and Graphics Adapter Required. Not Copy Protected.

HOW TO ORDER: Visit your retailer or call 800-227-6900 for Visa/MasterCard orders. Direct price is $39.95 for the IBM/Tandy version and

$34.95 for the Commodore 64/128 version. A shipping and handling charge of $4.50 applies to all direct orders. Sales tax will be added to

orders in California and Texas.

GMfSr/W*

It's spikes first when you gotta have the bag-

tell 'em Charlie sent ya.

YOU'RE IN THE FRONT OFFICE

As GM, you've got 10 seasons

to build a dynasty. Draft red-

hot rookies and buy expensive

free agents. One or two player

action give you all the realism

of the championship chase.

PETE ROSE PENNANT FEVER.

BASEBALL AT ITS BEST.

Tandy screens shown. Screens may vary depending on computer system. Gamestar and Pete Rose Pennant Fever are trademarks of Gamestar.

Earl Weaver Baseball, Hardball!, IBM. and Tandy are trademarks of Electronic Arts. Accolade. Inc., International Business Machines Corp., and Tandy Corp., respectively.

Circle 9 on Reader Service card.
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continued

TITLE COMPANY MEMORY GRAPHICS MODE HARDWARE DISK SIZE PRICE

4 x 4 Off Road Racing Epyx 256K C X 5% $39.95

Gato Spectrum HoloByte 128K C X 5%; 3% AV $14.95

Gunship MicroProse 256K H/C/E J 5% $49.95

Harrier Combat Simulator Mindscape 512K C/E J 5% and 3% $34.95

Hellcat Ace MicroProse 128K C J 8*4 $34.95

Hunt for Red October, The Datasoft (EA) 512K H/C/E J*, M* 5% $49.95

Infiltrator Mindscape 128K C J sy4 or 3y2 $29.95

Infiltrator II Mindscape 128K C J sy. or 3% $34.95

Jet subLogic 256K H/C/E J 5y. $49.95

Jet Scenery Disks subLogic 256K H/C/E X sy. $19.95

Microsoft Flight Simulator Microsoft 256K H/C/E/V J, M 5y4 or 3% $49.95

Orbiter Spectrum HoloByte 256K C M 5%; 3% AV $49.95

PHM Pegasus Lucasfilm Games (EA) 256K H/C/E X sy. $44.95

Prowler Mastertronic 256K cm X sy,; 3y2 av $9.99

PT-109 Spectrum HoloByte 512K E/V M 1.2MB 5%
or two 3%

$39.95

Search and Destroy Broderbund 256K C/E J 5V. $14.95

Silent Service MicroProse 128K C/E J SY, $34.95

Solo Flight MicroProse 128K C J SY, $34.95

Spitfire Ace MicroProse 128K C J SY, $34.95

Sub Battle Simulator Epyx 256K H/C/E X SY, $39.95

Super Huey II Cosmi 256K C/E X SY, $24.95

Superbike Challenge Broderbund 256K C J SY, or 3% $19.95

Test Drive Accolade 256K H/C/E J 5% and 3V2 $39.95

3-D Helicopter Simulator Sierra On-Une 256K C/E J 5% and 3V2 $49.95

Tomahawk Datasoft (EA) 512K H/C J SY, and 3% $39.95

Top Gun Thunder Mountain 128K C J sy. $9.95

Train, The Accolade 256K H/C/E J SY, and 3y: $39.95

Up Periscope! ActlonSoft 256K H/C/E J 5y„; 3% AV $29.95

TITLE COMPANY MEMORY GRAPHICS MODE HARDWARE DISK SIZE PRICE

Allen Fires - 2199 A.D. Paragon Software (EA) 512K C/E M sy. $44.95

Alternate Reality: The City Datasoft (EA) 512K C/E X sy. $39.95

Bard's Tale, The Interplay (EA) 256K C/E X sy. $39.95

Dungeon Masters Assistant Strategic Simulations 256K H/C/E/MC/V X SY, $29.95

Dungeons & Dragons: Heroes of the Lance Strategic Simulations 256K C/E X SY, or 3% $39.95

Dungeons & Dragons: Pool of Radiance Strategic Simulations 256K C/E X 5y, or 3% $49.95

Fellowship of the Ring, The Addison-Wesley 128K C X sy. $39.95

Hobbit, The Addfson-Wesley 128K C X SY, $34.95

Might and Magic, Book 1: ActMsion 256K C/E X SY, and 3Vt $49.95

Secret of the Inner Sanctum

Moebius Origin Systems 256K H/C/E X SY, $49.95

Phantasie Strategic Simulations 256K C X SY, $39.95

Phantasie III: The Wrath of Nlkademus Strategic Simulations 256K C X $39.95

Question II Strategic Simulations 256K C/E X 3y\ $44.95

Rings of Ziffin Strategic Simulations 256K C X SY, $39.95

Sentinel Worlds 1: Future Magic Electronic Arts 256K C/E X SY, or 3% $49.95

Shadows of Mordor, The Addison-Wesley 128K C X sy, $39.95

Shard of Spring Strategic Simulations 384K C X sy. $39.95

Star Command Strategic Simulations 256K C/E X 3% $49.95

Star Saga One: Beyond the Boundary MasterPlay 256K H/C/E X 5% and 3Y2 $79.95

2400 A.D. Origin Systems 256K H/C/E X SY, $29.95

Ultima 1 Origin Systems 256K C/E X SY, $39.95

Ultima III: Exodus Origin Systems 128K C X SY, $39.95

Ultima IV: Quest of the Avatar Origin Systems 256K C/E X 5y,or3y2 $59.95

Ultima V: Warriors of Destiny Origin Systems 256K H/C/E X sy, or 3y2 $59.95

Wizard Wars Paragon Software (EA) 256K C/E X 5% and 3y2 $44.95

Wizardry 1: The Proving Grounds Sir-Tech 128K C X 5y, and 3y2 $59.95

Wizardry II: The Knight of Diamonds Sir-Tech 128K C/E X 5y, and 3y2 $49.95
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Proving

Grounds

of the Mad

Overlord
3

The First Scenario

Available for:

• Apple
• IBM PC

or compatible
• IBM PS/2
• C64I128
• Macintosh

Knight of

Diamonds®

The Second Scenario*

Available for:

• Apple
• IBM PC

or compatible
• IBM PS/2
• C64I128

Legacy of

Uylgamyn®

The Third Scenario*

Available for:

• Apple
• IBM PC

or compatible
• IBM PS/2
• C64I128

The Return /
of WerdnaV
The Fourth Scenario

Available for:

• Apple
• IBM PC

or compatible
• IBM PS/2

E INTERNATIONALLY ACCLA

PLAY IT TO
THE HILT!

Wizardry's four superior scenarios

challenge you to overcome devious tricks

and sudden traps, strange and mysteri-

ous encounters, maze upon maze of

puzzles, stimulating and intricate sub-

plots and sophisticated themes. Ingenious multi-

level mind-bending tests abound with vile

creatures, unspeakable villains, courageous

adventurers and strong allies to hinder and

help you achieve ultimate victory.

INED W

Sir-tech Software, Inc.,

P.O. Box 245, Ogdensburg, NY 13669

(315) 393-6633 Circle 61 on Reader Service card.

IZARDRY GAMING SYSTEM
' Copyright by Sir-tech Softwi

IBM is a registered ti

registered trademark of Apple Computer. Inc. ; Macintosh is a registered tradem

national Business Machines; C64 and C1 28 are registered trademarks of Commodoi
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continued

TITLE COMPANY MEMORY GRAPHICS MODE HARDWARE DISK SIZE PRICE

Wizardry III: The Legacy of Uylgamyn Sir-Tech 128K C/E X 5y4 and 3Y2 $49.95

Wizardry TV: The Return of Werdna Sir-Tech 128K cm X SV,; 3V2 AV $59.95

Wizard's Crown Strategic Simulations 256K c X 5% $39.95

TITLE COMPANY MEMORY GRAPHICS MODE HARDWARE DISK SIZE PRICE

American Investor, The Blue Chip 512K H/C X 5% $149.95

Ancient Art of War, The Broderbund 128K H/C J 5Y, and 3Y2 $44.95

Ancient Art of War at Sea, The Broderbund 256K H/C J 5Y, and 3y2 $44.95

Apollo 18: Mission to the Moon Accolade 256K H/C/E X 5% and 3V2 $39.95

Balance of Power Mindscape 512K C/E X SV, or 3Y2 $49.95

Baron Blue Chip 128K C X 5% $49.95

Battle of Antietam Strategic Simulations 128K c x 5V, $49.95

Battles of Napoleon Strategic Simulations 256K C/E X SY, $49.95

Bismarck: The North Sea Chase, The Datasoft (EA) 512K C/E J, M SV, $39.95

Breach Omnitrend 320K C M 5% $39.95

By Fire & Sword Avalon Hill 128K c X 5% $25.00

Chernobyl Quantum Concepts 256K H/C X sy. $19.95

Chessmaster 2000, The Software Toolworks 256K H/C X SY, and 3Y2 $44.95

Civil War 1861-1865, The Avalon Hill 128K C X sy4; 3y2 av $35.00

Corporate Raider The Pirate of Wall St. Cosmi 256K H/C/E X sy. or 3y2 $24.95

Dam Busters Accolade 256K H/C/E X 5y, and 3Y2 $14.95

DefCon 5 Cosmi 256K C/E X SY, or 3y2 $24.95

Diplomacy Avalon Hill 256K C X sy.; 3y2 av $50.00

Elite Rainbird 512K C J, M 5y, and 3% $29.95

Empire Interstel (EA) 512K C/E M sy. $49.95

50 Mission Crush Strategic Simulations 128K C X 5y4 $14.95

Gettysburg: The Turning Point Strategic Simulations 256K C X sy. $59.95

Global Commander Datasoft (EA) 512K C/E J, M sv. $39.95

Gulf Strike Avalon Hill 128K C X sy4 $30.00

Harpoon Three-Sixty Pacific 512K H/C/E M sy4; 3y2 av $39.95

High Seas Garde 256K C X sy4 $34.95

Incunabula Avalon Hill 128K C X SY, $30.00

Inside Trader Cosmi 256K H/C/E X SY, or 3y2 $24.95
Inn/ Trial IIjury inai ii $49 00

Kampfgruppe Strategic Simulations 256K C X sy. $59.95

King of Chicago, The Cinemaware 384K C J, HD sy. $39.95

Knights of the Desert Strategic Simulations 128K H/C X sv. $19.95

LA. Crackdown Epyx 256K C X sy. $39.95

Lords of Conquest Electronic Arts 256K C X sy. $14.95

Lords of the Rising Sun Cinemaware 256K H/C/E X 5y. and 3Y2 $49.95

Mech Brigade Strategic Simulations 256K C X SV, $59.95

Milky Way Merchant Davell Custom 128K H/C X SV. $35.00

Millionaire II Blue Chip 256K H/C X SV, $49.95

Money Bags: Beat the Gnome of Zurich Cosmi 256K H/C/E X SV, $14.95

Napoleon in Russia Datasoft (EA) 512K C/E J, M SV, $34.95

Nobunaga's Ambition Koei 256K C/E X SV, $59.95

Ogre Origin Systems 128K H/C J, M SV, $29.95

Oligopoly XOR Corporation 384K C HD or 2 drives SV, $49.95

Patton vs. Rommel Electronic Arts 256K c J, M sy. $39.95

Power at Sea Accolade 256K H/C/E J 5y, and 3y2 $39.95

President Elect Strategic Simulations 256K C X SV, $24.95

Prime Time First Row 512K C X SV, $39.95

Project: Space Station Accolade 256K H/C/E X SY, and 3Y2 $14.95

PSI 5 Trading Co. Accolade 256K H/C/E X SY, and 3y2 $14.95

Ram Avalon Hill 128K C X sy. $30.00

Reach for the Stars: The Conquest of the Galaxy, Strategic Studies Group (EA) 256K H/C/E/MC/V X 5M, and 3% $44.95

Third Edition

Rebel Charge at Chickamauga Strategic Simulations 256K C X sv. $49.95

Roadwar 2000 Strategic Simulations 256K C X sv. $39.95
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.

Make Your Day!
Now you can shoot the bad guys with this real-time

action shoot-'em-up adventure. Choose your weapon*
use the Actionware LIGHT PHASER GUN™, your

joystick or mouse and you're ready to combat evil in

an exciting action packed world!

It's your choice . . . CAPONE™ gangsters in Chicago,

P.O.W.™ enemies in Asia, CREATURE'" aliens in

outer space.

Actionware Phaser Gun (optional) and
each Action Adventure sold separately.

Actionware Corporation 38 W 255 Deerpath Road Batavia, Illinois 60510 (312) 879-8998
"Atari ST (Mouse only), AMIGA (Phaser Gun or Mouse), IBM PC and Compatibles (Phaser Gun, Mouse, or Joystick),

Commodore C64/128 and Apple IIGS Versions coming soon.
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TITLE COMPANY MEMORY GRAPHICS MODE HARDWARE DISK SIZE PRICE

Strategic Simulations 256K Q sy4 $39.95

nuiiimmv ui uic iihvti* runi^uwiiio Koei 256K C/E x 5y4 $69.95

Qhilnh' Amnt'c Trial in th*> UfoctOMiiuii. UTdML a rial ill Lilt? ivksi Strategic Simulations 256K C/E 5y4 $39.95

Sons of Liberty Strategic Simulations 256K C/E X sy. $39.95

Space M +A+X Final Frontier 192K H/C/E J 5y,; 3V2 AV $59.95

Star Fleet 1: The War Begins Interstel (EA) 128K H/C X sy«; 3ys av $49.95

Star Fleet II: Krellan Commander Interstel (EA) 512K C X 5y4 ; 3% AV $60.00

Stellar Crusade Strategic Simulations 256K H/C/E/MC/V X SV, $49.95

Thud Ridge Three-Sixty Pacific 512K H/C/E J 5y4; 3V, AV $39.95

Tycoon Blue Chip 128K C X 5% $49.95

Under Fire Avalon Hill 256K C X sy4 ;
3y2 av $34.95

Universal Military Simulator Rainbird 512K C/E X 5% and 3V2 $49.95

Volcanoes Earthware 256K C X sv. $59.95

Wall Street Raider Intracorp 256K H/C X sv. $34.95

Wargame Construction Set Strategic Simulations 256K C/E X sv. $39.95

Warship Strategic Simulations 256K C X 5% $59.95

Wizard of Wall Street Broderbund 128K H/C X sy4 $14.95

Wooden Ships & Iron Men Avalon Hill 128K C X sy. $35.00

TITLE COMPANY MEMORY GRAPHICS MODE HARDWARE DISK SIZE PRICE

Adventure Construction Set Electronic Arts 256K C X 5V, $14.95

Ballyhoo Infocom 48K T X SY, $14.95

Below the Root Spinnaker 128K C X SY, $14.95

Beyond Zork Infocom 192K T X SV, and 3V, $52.95

Black Cauldron, The Sierra On-Une 256K C X 5Y, and 3V, $39.95

Border Zone Infocom 192K T X SY, and 3% $42.95

Conflict in Vietnam MicroProse 128K C J 5y„ $39.95

Crimson Crown, The Polarware 256K H/C X sy4 $19.95

Crusade in Europe MicroProse 128K C J 5y„ $39.95

Cutthroats Infocom 48K T X sy. $14.95

Decision in the Desert MicroProse 128K C J SY, $39.95

Deja Vu: A Nightmare Comes True Mindscape 512K C J, M SY, $39.95

Demon's Forge Mastertronic 128K C/E X SY,; 3V2 AV $9.99

Dr. Dumont's Wild P.A.R.T.I. First Row 128K T X 5y„ $39.95

Enchanter Infocom 64K T X sy4 $14.95

Enchanter Trilogy Infocom 64K T X sy„ $44.95

Felony Thunder Mountain 128K H/C X sy, $9.95

First Expedition Interstel (EA) 320K C X SV, and 3y2 $49.95

Fboblitzky Infocom 128K C X 5% $9.95

Gamma Force in Pit of a Thousand Screams Infocom 256K C X sy4 $12.00

Gold Rush Sierra On-Une 256K C/E/MC/V J 5Y, and 3V2 $49.95

Great Escape, The Thunder Mountain 128K C J* SV, $9.95

Guardians of Infinity: To Save Kennedy Paragon Software (EA) 512K H/C/E X SY, $44.95

Guild of Thieves Rainbird 640K C/E M SV, and 3y2 $44.95

Hacker Infocom (Solid Gold) 128K C X 5y4 and 3% $14.95

Hacker II: The Doomsday Papers ActMslon 256K C X 5y, and 3y2 $14.95

Hitchhiker's Guide to the Galaxy, The Infocom (Solid Gold) 192K T X 5y4 and 3V2 $14.95

Hollywood Hljlnx Infocom 48K T X SV, $14.95

Jinxter, The Rainbird 640K C/E M 5V, and 3y2 $39.95

Kings Quest: Quest for the Crown Sierra On-Une 256K H/C/E/V J, M 5y4 and 3V, $49.95

King's Quest II: Romancing the Throne Sierra On-Une 256K H/C/E/V J, M SV, and 3y2 $49.95

Kings Quest III: To Heir Is Human Sierra On-Une 256K H/C/E J, M SV, and 3% $49.95

King's Quest IV: The Perils of Rosella Sierra On-Une 512K C/E/MC/V J, M SV, and 3y2 $49.95

Lane Mastodon vs. the Blubbermen Infocomics 256K C X 5% $12.00

Leather Goddesses of Phobos Infocom (Solid Gold) 192K T X 5% and 3V, $14.95

Leisure Suit Larry in the Land of the Lounge Lizards Sierra On-Une 256K H/C/E/MC/V J SY, and 3y2 $39.95

Manhunter New York Sierra On-Une 256K C/E/MC/V J 5% and 3V, $49.95

Maniac Mansion Lucasfilm Games 256K H/C/E/MC/V J SV, and 3y2 $44.95

Master Spy Great Game Products 128K H/C X sy4 $24.95
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The wait is over...

but the excitement
has just begun.

»

*

More than two years in the making, Warriors
of Destiny sets the new standard foj role-

playing games. No other game can offer

you as beautifully detailed a world
or as exciting an adventure.
Ultima V is the game for all

role-playing gamers: Warriors
of Destiny will enchant the

novice and challenge the expert.

Highlights of Ultima V
• Powerful new combat and magic
systems, increasing in sophistication

as your skill increases.

• Over twice the graphic detail, anima-
tion and sound effects of earlier games.

• Hundreds of truly life-like people who can
carry on complex conversations

and interactions

with yo

Building 'B'

ondcrry, NH 0305

reen displays shown from the

"e™.jJMhejs may vary.

Allows the use of Ultima IV
characters No previous Ultima

Available for: IBM-PC / Tandy / compatibles, Apple II Series, Commodore 64/128, Amiga

To get your copy of Ultima V, (1 ) visit your local retailer, (2) call 1-800-999-4939 8am to 5pm EST to order by VISA/MC, or (3) mail check (U.S. $) or VISA/MC #, cardholder name

and exp. date to Origin, 136-B Harvey Road, Londonderry, NH 03053. All versions $59.95 plus $2.50 shipping and handling. Allow 1-2 weeks for delivery.

Circle 50 on Reader Service card.
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TITLE COMPANY MEMORY GRAPHICS MODE HARDWARE DISK SIZE PRICE

Metropolis Arcadia 256K C/E X 5V4 $39.99

Mind Forever Voyaging, A Infocom 128K T X 5V4 $14.95

Moonmist Infocom 48K X 5y4 $39.95

moses, ine uia lesiamem w 1 PI ret Dniunisi nUW 256K x 5V $29 95
Murder by the Dozen Thunder Mountain

^2
X 5V4 $9.95

Murder on the Atlantic Intracorp 256K C/E X SVA $34.95

Omnicron Conspiracy Epyx 256K Q x or* $49 95
Oo-Topos Polarware 256K H/C X 5Yt $19.95

Pawn, The KainDlru C/E M 5% and 3Y2 $44.95

rianerraii iniocom (cHJita «oioj 192K x &y4 ano jy2

Plundered Hearts Infocom 64K j x $39 95

Police Quest: In Pursuit of the Death Angel Sierra On-Une U/P/P/MP/V/n/wt/iviu/v J oy4 ana o72 $49.95

President Is Missing!, The 256K r*/r x 5V4 or 3V2 $29.95

S.D.I. Cinemaware 256K H/C/E J
El/ Ol/ AWot4t 0V2 AV $39.95

Seven Cities of Gold Electronic Arts C J 5V4 $14.95

Seven Spirits of Ra, The Sir-Tech 128K C/E X Cl/ nnn1 Ol/ov4 ana jVj $49.95

Shadowgate Mindscape 640K Q J, M $44 95

Sherlock: The Riddle of the Crown Jewels Infocom 192K T X Cl/ onn 0175V4 ana jy2 $42.95
wlKf|£Ull, Jalln?3 IslaVtfll 3 Mastertronic C/E J Cl/ 91/ AVD74 , 072 AV $9.99

Sinbad and the Throne of the Falcon Cinemaware 256K H/C/E X 5% and 3V2 $49.95

Sorcerer Infocom 64K T X 5% $44.95

Space Quest: The Sarten Encounter gT ._ f\n 1 Innsierra un-une 256K H/Wt/MwV J 5% and 3V2 $49.95

Space Quest II: Vohaul's Revenge Sierra on-une 256K H/we/MC/V J
Cl/ nn«J Ol/5y4 and 3Y2 $49.95

Spellbreaker Infocom 64K T X sy4 $49.95

Star Trek: First Contact Simon & Schuster 256K T X 5%; 3% AV $39.95

Star Trek: Kobayashi Alternative Simon & Schuster 128K T X 5% $29.95

Star Trek: The Rebel Universe Simon & Schuster 256K C/E J, M 5y4 and 3y2 $49.95

Starflight Electronic Arts 256K H/C X sy4 $49.95

Suspect Infocom 48K T X sy, $14.95

Talisman, Challenging the Sands of Time Polarware 256K H/C X sy4 $19.95

Telengard Avalon Hill 128K C X 5y4 $28.00

Temple of Apshai Trilogy Epyx 128K C X 5y4 $19.95

Transylvania Polarware 256K H/C X sy4 $19.95

Treasure Island Spinnaker 128K C X sy4 $14.95

Trilogy Mastertronic 256K C/E X 5y4 and 3V2 $14.99

Trinity Infocom 128K T X sy, $14.95

Twilight's Ransom Paragon Software (EA) 256K H/C X 5% $34.95

221B Baker St. Datasoft(EA) 256K C/E J 5y4 $29.95

Uninvited Mindscape 512K C J, M sy4 $39.95

Wilderness Spectrum HoloByte 256K C X 5y4 $29.95

Wishbringer Infocom (Solid Gold) 64K T X 5y4 and 3y2 $14.95

Witness, The Infocom 48K T X 5y4 $9.95

Wizard of Oz, The Spinnaker 128K C X sy4 $14.95

Zak McKracken and the Alien Mlndbenders Lucasftlm Games 256K H/C/E/MC/V J, M SV4 and 3Y2 $44.95

Zork 1: The Great Underground Empire Infocom (Solid Gold) 192K T X 5% and 3% $39.95

Zork 11: The Wizard of Frobozz Infocom 64K T X sv4 $44.95

Zork III: The Dungeon Master Infocom 64K T X 5% $44.95

Zork Trilogy Infocom 64K T X 5y4 and 3y2 $52.95

ZorkQuest: Assault on Egreth Castle Infocomics 256K C X sy4 $12.00

MISCELLANEOUS
TITLE COMPANY MEMORY GRAPHICS MODE HARDWARE DISK SIZE PRICE

Atlantic City Blackjack and Craps Great Game Products 64K H/C X sv4 $29.95
Beating the House at Blackjack Applications Plus 128K C/E X 5% $34.95
Bermuda Square XOR Corporation 256K C X 5V. $29.95
Blackjack Academy Microlllusions 2S6K C/E X 5V, and 3V2 $42.95
Bridge 5.0 Artworx S12K C X 5V, or 3V2 $29.95
Card Sharks ShareData 256K H/C X 5V,; 3VS AV $12.99
Casino Betting Systems Manhattan 64K H/C X 5V. $35.00
Casino Blackjack Counter/Tutor Manhattan 64K H/C X sv. $35.00
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MISCELLANEOUS continued

TITLE COMPANY MEMORY GRAPHICS MODE HARDWARE DISK SIZE PRICE

Casino Craps Manhattan 64K H/C X 5% $35.00

Championship Poker Applications Plus 128K cm X 5%; 3V2 AV $34.95

Checkers ComputerEasy 2S6K H/C X SY, $9.95

Classic Concentration ShareData 256K H/C X sy,; 3% AV $12.99

Compubridge Artworx 512K H/C X 5% and 3% $19.95

Compute Pursuit Navic 64K T X 5V« $39.00

Conjecture Robert Scott Enterprises 256K C X 5V, $9.95

Cribbage Master II Manhattan 64K H/C X 5% $35.00

Dell Crossword Puzzles, Volume III ShareData 128K T X SY. $7.99

Dr. Ruth's Game of Good Sex Avalon Hill 128K H/C X 5V, $29.95

Family Feud ShareData 256K H/C X SY4 ; 3V2 AV $12.99

50 Annotated Chess Classics Enlightenment 256K H/C X sy,; 3y2 AV $19.95

5 Weeks to Winning Bridge Great Game Products 256K H/C X 5V« $39.95

Gin Rummy 4.0 Manhattan 64K H/C X sy. $35.00

Grand Slam Bridge Electronic Arts 256K H/C X 5y, and 3% $59.95

Guide to Chess Openings Enlightenment 128K H/C/E X 5y„; 3% AV $34.95

High Rollers Box Office 256K C/E X SV, or 3% $14.99

jeopardy ShareData 256K H/C X 5%; 3y2 AV $12.99

Jeopardy, Second Edition ShareData 256K H/C X sy4 ;
3y2 av $12.99

King's Indian Defense Enlightenment 256K H/C X SY,; 3V, AV $19.95

Laptop Chess Mindscape 256K H/C X 3V2 $39.95

Las Vegas Hold'em Manhattan 64K H/C X $35.00

Miliionwaire BrainBank 64K C X sy4 $34.95

Mind Games ComputerEasy 256K H/C X 5% $9.95

Mythical Poker Brush College Systems 256K H/C X 5y„ or 3y2 $25.00

Najdorf Sicilian Defense Enlightenment 256K H/C X 5%; 3% AV $19.95

Toyogo 400K H/C/E X sy4 or 3y2 $79.00

Nemesis Joseki Tutor Toyogo 400K H/C/E X 5% or 3y2 $49.00

N.Y. Times Crossword Puzzles, Vol. ill ShareData 128K T X sy4 $7.99

Nord and Bert Couldn't Make Head or Tail of It Infocom 128K T X 5% $14.95

$100,000 Pyramid, The Box Office 256K C/E X 5% or 3% $14.99

PathumrHcrttlllWUiUa Thunder Mountain 128K c x sy4 $9.95

Phi i 1 UIMtahaari Tom*Koc pha«Qrail YYIMICIKKHI 1 \.UV.1 1V.

J

Enlightenment 256K H/C/E X 5y4; 3y2 av $34.95

Dint/ RririKa wtth Qhalnu/nlHnay tsnage wnn oneinwmu f*raat f^nmp PmrinctQuitsni uciiic nwiiMS 128K H/C sy. $29.95

rldy DNUgl! Willi 1 [UbUIll Great Game Products 128K H/C X sv. $29.95

Purr'sonal Challenge! Big Screen Trivia 3111urau 256K T 5y4 $24.95

itaiiroaa wonts, ine ThunHcr MnnntainIIIUIIlKfl IVIUUI 1 Kill 1 128K H/C J sy4 $9.95

Romantic Encounters at the Dome Microlllusions 256K f x 5V and 3YJ7| mm >J/2 $44.95

aargon ill Spinnaker 128K j sy $19.95

Scrabble Virgin Gmwc 1F&)Vllglll Udl 1ICo (U) 256K H/C 5% $39.95

Seven Card Stud ManhattanIHMRIBIUHI 64K H/C x SY, $35.00

ouiiuiiiu nuyans Spectrum HoloByte 256K C/E M 5Y,; 3y2 AV $34.95

Spy's Adventures In Europe, The Polarware 256K H/C x sy4 $19.95

Spy's Adventures In North America, The Polarware 256K H/C X sv. $19.95

Spy's Adventures in South America, The Polarware 256K H/C X sy4 $19.95

Strategic Craps Applications Plus 128K C/E X sy4;3y2 AV $39.95

Strip Poker II Artworx 512K C/E X 5y4 and 3% $39.95

TellStar Spectrum HoloByte 128K C X 5y„; 3y2 av $14.95

Ticket to Hollywood Blue Lion 128K H/C/E J, M 5y„; 3y2 av $39.95

Ticket to London Blue Lion 128K H/C/E X sy4; 3y2 av $39.95

Ticket to Paris Blue Lion 128K H/C/E X sy,; 3y2 av $39.95

Ticket to Spain Blue Lion 128K H/C/E J sy,; 3y2 av $39.95

Ticket to Washington, DC Blue Lion 128K H/C/E X sy,; 3y2 av $44.95

Tom Throop's Bridge Baron II Great Game Products 128K H/C X sy. $49.95

TrtanGo California Dreams 256K H/C/E J, M SY, $39.95

Vegas Craps California Dreams 256K H/C/E J SY, $39.95

Vegas Gambler California Dreams 256K H/C/E J SY, $39.95

Vegas Video Poker Applications Plus 128K C/E X SY, $29.95

Video Vegas Baudville 256K C X 5V, or 3Y2 $34.95

Wheel of Fortune ShareData 256K H/C X SY,; 3% AV $12.99

Wheel of Fortune, Second Edition ShareData 256K H/C X sy4; 3y2 av $14.99

Where in Europe Is Carmen Sandiego? Broderbund 256K C/E J sy. or 3y2 $44.95

Where In the USA Is Carmen Sandiego? Broderbund 128K C J 5% or 3% $44.95

Where in the World Is Carmen Sandiego? Broderbund 128K C J sy4 or 3y2 $39.95

Windows Backgammon Deluxe E.F. Dickey 25K Microsoft Windows X 5y4 and 3V, $26.95

Word Hunt ComputerEasy 128K H/C X SY, $9.95

Wordsearch 2000 ComputerEasy 128K H/C X SV, $9.95
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the big top

Alphabetical Listing

of Game Software

Publishers

Absolute Entertainment
251 Rock Road
Glen Rock, NJ 07452

Access Software Inc.

545 West 550 South, Suite 130
Bountiful, UT 84010

Accolade Inc.

550 South Winchester Blvd.,

Suite #200
San Jose, CA 95128

ActionSoft
201 West Springfield Avenue,
Suite 7 1

1

Champaign, IL 61820

Activision

3885 Bohannon Drive
Menlo Park, CA 94025-1001

Addison-Wesley
Publishing Company

Route 128
Reading, MA 01867

Applications Plus Inc.

15720 Harmony Way
Apple Valley, MN 55124

Arcadia
7 1 1 West 17th Street, Unit G9
Costa Mesa, CA 92627

Artworx Software
Company Inc.

1844 Penfield Road
Penfield, NY 14526

Avalon Hill Game Company
4517 Harford Road
Baltimore, MD 21214

Baudville
5380 52nd Street SE
Grand Rapids, MI 49508

Blue Chip
345 Fourth Street

San Francisco, CA 94107

Blue Lion Software
90 Sherman Street

Cambridge, MA 02140

Box Office Inc.

336 Robert Street, Suite 1202
St. Paul, MN 55101

BrainBank
175 Fifth Avenue, Suite 2460
New York, NY 10010

Broderbund Software
17 Paul Drive
San Rafael, CA 94903-2101

Brush College Systems
P.O. Box 811
Quincy, IL 62306-0811

California Dreams
780 Montague Expressway,
Suite 403

San Jose, CA 95131

Capcom U.S.A. Inc.

1283-C Mountain View/
Alviso Road

Sunnyvale, CA 94089

Cinemaware Corp.
4165 Thousand Oaks Blvd.

Westlake Village, CA 91362

ComputerEasy Software
414 East Southern Road
Tempe, AZ 85282

Cosmi Entertainment
Software

431 North Figueroa Street

Wilmington, CA 90744

Data East USA Inc.

470 Needles Drive

San Jose, CA 951 12

Datasoft (Electronic Arts)
19808 Nordhoff Place

Chatsworth, CA 9131

1

Davell Custom Software
P.O. Box 4162
Cleveland, TN 37311

Dolphin Marine Systems Inc.

17 South Church Street

West Chester, PA 19382

Earthware
P.O. Box 30039
Eugene, OR 97403

E.F. Dickey & Co. Inc.

306 East Maple Street

Fairbury. IL 61739

Electronic Arts
1820 Gateway Drive
San Mateo, CA 94404

Enlightenment Inc.

P.O. Box 20937
Piedmont, CA 94620-0937

Epyx Inc.

600 Galveston Drive
Redwood City, CA 94063

Family Software
3164 Surrey Lane
Aston, PA 19014

Final Frontier Software
18307 Burbank Blvd.,

Suite 108
Tarzana, CA 91356

First Row Software
Publishing Inc.

3624 Market Street

Philadelphia, PA 19104

Gamestar
3885 Bohannon Drive
Menlo Park, CA 94025

Garde Games of Distinction

8 Bishop Lane
Madison, CT 06443

Great Game Products
8804 Chalon Drive
Bethesda, MD 20817

Hi Tech Expressions
2699 South Bayshore Drive,

Suite 1000

A

Coconut Grove, FL 33 133

Infocom Inc.

1 25 CambridgePark Drive
Cambridge. MA 02140

Infocomics
125 CambridgePark Drive

Cambridge, MA 02140

Interplay Productions
1550 North Bristol, Suite B
Newport Beach, CA 92660

Interstel (Electronic Arts)

17317 El Camino Real

Houston, TX 77058

Intracorp Inc.

14160 SW 139th Court
Miami, FL 33186

Koei Corp.
20000 Mariner Avenue,
Suite 100

Torrance, CA 90503

Konami Inc.

815 Mittel Drive

Wood Dale, IL 60191

Lance Haffner Games
P.O. Box 100594
Nashville, TN 37210

Lucasfilm Games
(Electronic Arts)

P.O. Box 2009
San Rafael, CA 94912

Manhattan Software
P.O. Box 148
Peterborough, NH 03458

MasterPlay Publishing Corp.
8417 Sun State Street

Tampa, FL 33614

Mastertronic
International Inc.

7 1 1 West 17th Street, Unit G9
Costa Mesa, CA 92627

MBI Software Inc.

2500 West County Road 42
Burnsville, MN 55337

Melbourne House
711 West 17th Street, Unit G9
Costa Mesa, CA 92627

Micro League Sports
Association

2201 Drummond Plaza
Newark, DE 1 97 1 1 -57 1

1

Microlllusions

17408 Chatsworth Street

Granada Hills, CA 91344

MicroProse
Simulation Software

180 Lakefront Drive
Hunt Valley, MD 21030

Microsoft Corp.
16011 NE 36th Way
Redmond, WA 98052

Mindscape Inc.

3444 Dundee Road
Northbrook, IL 60062

Muse Software
P. O. Box 283
Monrovia, MD 21770

Navic Software
5606 PGA Blvd., Suite 211
Palm Beach Gardens, FL
33418
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Ocean Software (Mindscape)
3444 Dundee Road
Northbrook, IL 60062

Omnitrend
P.O. Box 733
West Simsbury. CT 06092

Origin Systems
136 Harvey Road, Bldg B
Londonderry, NH 03053

Paragon Software
(Electronic Arts)

600 Rugh Street, Suite A
Greensburg, PA 15601

Polarware
1055 Paramount Parkway,
Suite A

Batavia, IL 60510

Quantum Concepts
P.O. Box 699
Cherryville, PA 18035-0699

Rainbird Software
3885 Bohannon Drive
Menlo Park, CA 94025

Random House Inc.

400 Hahn Road
Westminster, MD 21 157

Robert Scott Enterprises Inc.

P.O. Box 1408
Auburn, WA 98071-1408

ShareData
7400 West Detroit Street,

Suite 170
Chandler, AZ 85226

Sierra On-Line Inc.

P.O. Box 485
Coarsegold, CA 93614

Simon & Schuster
Consumer Group

One Gulf + Western Plaza

New York, NY 10023

Sir-Tech Software Inc.

P.O. Box 245
Charlestown Ogdensburg Mall

Ogdensburg, NY 13669

Software Simulations
959 Main Street

Stratford, CT 06497

Software Toolworks
13557 Ventura Blvd.

Sherman Oaks, CA 91423

Softworks
100 Varick Street

New York, NY 10013

Spectrum HoloByte
{a division of Sphere Inc.)

2061 Challenger Drive
Alameda, CA 94501

Spinnaker Software
One Kendall Square
Cambridge, MA 02139

Strategic Simulations Inc.

1046 North Rengstorff Avenue
Mountain View, CA
94043-1716

Strategic Studies Group
(Electronic Arts)

1747 Orleans Court
Walnut Creek, CA 94598

subLogic Corp.
501 Kenyon Road
Champaign, IL 61820

Three-Sixty Pacific Inc.

2105 South Bascom Avenue,
Suite 290

Campbell, CA 95008

Thunder Mountain Software
P.O. Box 1167
Northbrook, IL 60062

Titus Software Corp.
20432 Corisco Street

Chatsworth, CA 91311

Toyogo
76 Bedford Street, #34-G
Lexington, MA 02173

Virgin Games
(Electronic Arts)

2-4 Portobello Road
London, England WII2DX

XOR Corporation
542 1 Opportunity Court
Minnetonka, MN 55343

FOOTBALL • BASKETBALL • BASEBALL
SPORTS FANS...THE SPORTS SIMULATIONS YOU HAVE BEEN WAITING FOR ARE HERE!

3 IN 1 FOOTBALL
• with Stats Compiler for each player and team • you choose from 14 offensive plays and 6 defensive formations • includes 180 college

teams, the 28 NFL teams and 12 '74 WFL teams from the '86 season PLUS 174 great college and 189 great pro teams of the past

j^jjjj* FINAL FOUR COLLEGE BASKETBALL & BASKETBALL: THE PRO GAME
• each player contributes as they did in real life • Stats Compiler • you determine starting lineup, substitutions, shot selection, passing,

offensive and defensive styles of play and more • the College game includes 292 teams from the '86-'87 season plus 70 all-time greats

• the Pro game features the 23 NBA teams from '86-'87 and more than 125 great teams of the past

FULL COUNT BASEBALL
• Includes all 26 teams from the most recent and 52 great National and American League teams from the past • 29 man rosters • Ball

park effects • Stats Compiler automatically keeps all player and team stats as well as past schedule results. • Complete boxscore to

screen and/or printer after each game. • One player vs. computer manager, two-player, and auto-play options. • Input your own
teams, draft or trade players from teams already included. • You choose the starting lineups, batting order, relief pitchers, plus game
decisions like when to hit away, bunt for a hit, sacrifice, steal, hit & run, bring in the corners or the entire infield, take an extra base, DH
option and more!

OTHER PAST SEASONS' TEAMS DISKS AVAILABLE AND NEW SEASONS' READY PRIOR TO PLAYOFFS FOR ALL GAMES.

CHECK YOUR LOCAL DEALER
OR

Send check or money order for $39.99 each. Visa and MasterCard accepted on phone orders only.

Please add $2.00 for postage and handling.

P.O. Box 100594 • Nashville, TN • 37210 • 615/242-2617

DEALER INQUIRIES WELCOME

Circle 2 on Reader Service card.



What I Did
On My Simulated Vacation

Hey,
don't get me wrong, I

love a vacation as much as
the next guy. Maybe more.

But with the workload that piled

up this summer, I just couldn't

see any way to take time off.

That's why I did a little some-
thing different this year. I figured

that if you can simulate just about
everything else in life , why notyour
vacation? So this past summer I

went into my basement office,

closed the door, and embarked on a
simulated vacation.

Simulating your vacation has
its advantages: no crowds, traffic

jams, parking problems, kami-
kaze drivers, lost reservations, or

cardboard food. I avoided the
tacky motels and tackier fellow
vacationers. And I didn't lose any
time from work. I just went home,
poured myself a beer, and spent a
couple of hours at the computer
every night.

I started this junket by loading
Baron, the real estate simula-
tion, and buying myself a little

hideaway. Nothing fancy, just a
quiet little cabana on the Pacific

coast. I got it for a great price, and
I'll probably make a bundle when
I unload it.

That settled, I next took down
Test Drive, jumped in a Lam-
borghini Countache, and hit the

freeway. Just as I could smell
ocean air I saw the blue lights in

the rear-view mirror. (Oh well,

can't let one speeding citation

spoil your whole vacation.) After

arriving at my retreat, I settled in

for the night, started up TellStar,

and just stared at the stars.

The days flew by in a blur.
Freed of the usual considerations
of time, distance, weather, ex-
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pense, embarrassment, and dan-
ger, I tried things I would never
attempt on a real vacation. For in-

stance, take golf; I still remember
my one attempt at golf and the

look on my stoical friend Steve's

face as I merrily hooked my (ac-

tually his) eleventh consecutive
ball into the river. But using
World Class Leader Board, I ac-

tually found myself enjoying the

game. Sure I plunked just as
many in the drink, but this time
they came out with the touch of

a key.

Water sports were never my
forte, since my swimming abili-

ties are roughly equal to my flying

If you can simulate
everything else in life,

why not your
vacation?

abilities. Yet with Dolphin Sailing
Simulator I could navigate a 29-

foot sloop without getting wet or

having my skull caved in by the

boom. And when it went on the

rocks, all I had to do is restart the

program. California Games got
me to try simulated surfing, and
thanks to World Games I was
even able to go cliff diving in Aca-
pulco—and live.

I like baseball but seldom get to

a game because of problems get-

ting tickets. Ah, but not this year.

On my simulated vacation, Earl
Weaver Baseball let me choose
the teams I wanted to see, and
pick the park besides. Better still,

instead ofjust watching the game,
I had the option of managing the

team or playing on it.

There was always something to

do, from bowling a couple of
games with 1 Oth Frame, to burn-
ing up the track with Drag Race
Eliminator, to killing time at the

arcade with Pinball Wizard. And
after a hard day's play, I tested my
vocabulary with The New York
Times Crossword Puzzles, tested

my knowledge with Millionwaire,
or tested my integrity with Soli-

taire Royale.
I even found time to catch up on

some reading. I never finished
J.R.R. Tolkien's "Lord of the
Rings" trilogy, but I knocked off

the software series (The Hobbit,

The Shadows ofMordor, and The
Fellowship of the Ring) in just
three nights.

When I got back from my sim-
ulated vacation, I felt rested, re-

freshed, and ready to go back to

work—and I hadn't even been
gone. I also felt richer. Last year's

vacation cost me $246 for lodg-

ing, $57 for gas, $166 for food,

$1 19 for equipment, $29 for sou-

venirs, and $52 for beer, for a total

of $669. My simulated vacation,

by contrast, cost me $644 for soft-

ware but only $24 for beer, total-

ing just $668. What a deal!

I'm already looking forward to

a simulated winter vacation.
There's a little ski condo I've got

my eye on, and Winter Games
looks like just the ticket to break
up the cold weather doldrums.
Trouble is, my wife has threat-

ened to take our real children and
move out of our real house if I take

another simulated vacation. Any-
body know where I can get a sim-

ulated family?
—Bud Sadler



Get ready for four of the most challeng-

ing, rugged, rump-bumping cross

Plenty of thrills guaranteed on the following grounds: gumbo mud,

packed snow, skid-sand, and the scrubbiest terrain south of the border.

country road racing courses this earth

has to offer.

Fight the torturous terrain of Baja.

Rocks, boulders, skid-sand, even a few

spikey cactuses. And of course, heat

that's hot enough to fillet any forehead.

Ever had your hands stuck to the wheel?

Permanently You will when you endure

the longest winter of your life in the ice,

sleet and slosh of The Michigan

Course. The Georgia Red Clay

Course has enough mud to keep

you a human fossil for 2,000 years.

And then there's Death Valley.

Get it. D-E-A-T-H Valley.

Start with pre-race strategy.

Select and customize your personal

vehicle.Your supplies.Your repair equip-

There are boulders, rivers, potholes,

and mudbogs to contend with.What

are mudbogs? You'll find out. (Just after

you find out there's a Demon 4x4 chas-

ing you all through the race. A Demon
hellbent on your destruction.)

If you win enough races, collect

enough points, only then will the

Victor's Cup be yours. It's

the least we can do. After

,

all, you did go through

hell to get there.ment. Believe us.You'll need everything.

4x4 OFFRQ/VDRACING
BYCommodore 64/128, IBM & compatibles, Amiga

Circle 16 on Reader Service card.



Can A Computer Game
DCS} AT

hen King's Quest IV debuted in

front of a live audience, the

face of computer entertainment

was changed forever. The scene began

with a soul-stirring orchestration, lifted to a

triumphant chorus, and then elevated to the

heralded announcement of trumpets as the

hero, King Graham, entered the scene. The

eyes of everyone in the room were

mesmerized to the screen as the lifelike

King appeared on screen, breathtakingly

detailed from the tranquil look in his eyes

to the growing creases upon his forehead.

Suddenly, the revered silence was filled by

gasps of shock around the room as King

Graham suddenly slumped to the floor.

Moments later, when the lights came

up, one could see the mist that yet lingered

in the spectators' eyes. Even more

startling, tears were found streaming down
the face of a woman in the third row.

What could have happened to make a

crowd of computer enthusiasts behave so

unusually at the screening of a computer

game? What could have happened to merit

such a display of emotion?

"WONDROUSLY MAGICAL...
ABSOLUTELY GORGEOUS, BOTH
VISUALLY AND MUSICALLY.

"

- Computer Entertainer

Powerfully
Emotional
Be prepared to find out for yourself why
King's Quest IV is the first computer game

to make people cry. And laugh. And sigh.

And shout for victory.

King's Quest IV. Better graphics than ever.

The best animation around. A soundtrack

straight out of the movies. And the only

game to test your emotional fortitude.

Circle 6 on Reader Service card.

Sierra's new 3-D

Animated Adventures.

WE HATE TO SEE A
GROWN-UP CRY (BUT
SOMETIMES IT HAPPENS
WHEN YOU DO GAMES
RIGHT).

(209) 683-6858

King's Quest is a registered trademark of Sierra On-Line,

Inc. © 1968 Sierra On-Line, Inc.

Sierra On-Line, Inc. • P.O. Box 485 • Coarsegold, CA 93614


